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3 'm a 19-ycar-old artist who loves Zelda. When I was in the 
M 7th grade 1 had potential to be a good artist, but 1 lacked cre- 
« alivuy Since 1 had no real interests, 1 didn’t work on my abil¬ 
ity. But that changed when 1 received The Legend of Zelda on my 
13th birthday. I was hooked instantly. When 1 wasn't playing it, 1 
was drawing it. I tried so hard to draw Link just like the instruction 
booklet. As I grew older, 1 expanded and drew new poses and 
made up my own characters. I now have my own style and 1 
enclosed my own unique Link as an example. Thank you Nintendo 
for inspiring me through those critical years. You've helped me to 
let my imagination go and now I draw nearly anything. Who would 
have thought that a little character like Link could have such an 
impact? I’m going to college now to major in graphic design. 
Thanks again. Susan Van Sant 


Sttttrv Vh*S**# 

l 

Trwtf, IA soisfc 


/ enjoyed reading your article on 
the making of Super Empire 
Strikes Back You should have an 
article on all the steps there are to 
make a video game 

Andrew Ortega 
Panorama City, CA 

/ n your September issue in 
Player’s Pulse, you asked how I 
liked the Making of Super 
Empire Strikes Back article. 1 loved 
it! And 1 definitely want to see more! 
I’m very interested in how video 
games are made, and your article was 
very informative You should print 
articles like this as often as possible. 1 
can’t wait until the next one 1 

Ben McBride 
Fort Lauderdale, FL 


rh like the fact that the first “The 
// Making of’ article was based on 
wf Super Empire Strikes Back, but 
that’s still not enough to make it an 
interesting section. 1 think this article 
is bonng and a cheap way of killing 
space. Why don’t you use space to 
increase coverage for Classified 
Information or Counselors’ Corner 1 * 

Danny Miu 
Elmhurst, NY 


Thanks for the input . Danny , hut like 
the saying goes ' Everyone's entitled 
to their own opinion Yours just 
happens to be in the minority Almost 
every response wanted to see more of 
this type of ai tide 


The topic is: How does this 
Bonus Issue stack up 
against lost year's Bonus 
Issue? Let us know your 
thoughts on the special 
ankles and extra goodiesl 

NINTENDO POWER 
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onathan Hoff, from 
Hutchinson, Minnesota was 
selected as the Grand Prize 
winner of the Player’s Poll Contest in 
Volume 42. A trip to beautiful 
Hawaii to watch the 1993 NFL Pro 
Bowl was the prize Jon and his 
father, Gary, stayed at the same hotel 
in Honolulu that many of the players 
stayed at, so they got a chance to 
meet some of them. Poolside with the 
pros. Pretty rough, huh > The weather, 
of course, was excellent Quite a 
change from the weather in 
Minnesota. In fact, when we made the 
call to Jon to inform him that he had 


won the Grand prize, he was just get¬ 
ting back home—from riding a snow¬ 
mobile 1 



Just in casa th* action in tha football game gol a 111 
tie slow, as Pro Bowls often do Jon and Gary had • 
coupln of fresh copies of Nintendo Power on hand! 



EDITOR’S CORNER 

nh, the first issue of 
1994! And were going 
FOG wild. All Super 
Power Club members 
are receiving a very spe¬ 
cial set of Mega Man X milk 
caps with this, the January 94 Bonus 
Issue Once you've punched the six milk 
caps out of the earner sheet, you can do 
several things with them. For starters, 
you can play with them! If you don't know 
how to pfay the milk cap gams, check out 
the Inside back cover of this issue to find 
out. All Club members in Hawaii will know 
what to do with them because milk caps 
are all the rage on the islands Whatever 
you do, hang on to them, because like 
trading cardS'-theyVe very collectible. 

Gail Tilden 

Editor In Chjef 



PHONE DIRECTORY 


NINTENDO POWER 
SUBSCRIPTIONS S 
CONSOMER SERVICE 

mmm 

(TOO 1-100-422-4201) 

Call for sarvica, ganaral assistance 
or to changa your address batwaen 
4am and m/dmght Pacific lima, 
Monday through Saturday or 6 a m 
and 7pm Sunday 
French end Spanish spaakmg 
representatives an a vails bit 


GAME COUNSELING 

mmm 

(TOO 1-204-183-9714) 


Call our Gams Counsotore for hdp between 
4*m and m/dmght Pacific Onw, Monday 
through Saturday or G a m and 7 p m. 
Sunday h s long distanca so before you 
ciK, ba sure to get permission from 
whoever pays the bill 
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ACCELERATION SYSTEM 


(tagnid to bi u*d in «mergfflcy *m/t- 
ticnt, X s Acctferitian Syxtom a 1 lows 
him to dash thfltid quickly (or i short 
distance X will be equipp'd with a now 


set of boots when he exits tha ehember 
This power will be invaluable to X. It 
will ellow him to jump distances up to 
twice es far es he could befcra 1 




f/legJi Man’s tour de force mishkm iappon us! Finally, 
the eleventh game in the Mega Man series marks 
\Capcom’s first foray into the Super NES realm. While 
there are no major surprises, there is more of the 
same exc .llunt game play that all Mega Man games 
possess. Let’s see what X can do! 


0 1993 Capcom Co Lid & 1993 Cnpcom LISA Inc 


CHILL PENGUIN 


Sigma, former leader of the Maverick Hunt¬ 
ers, has employed fellow robots to exter¬ 
minate all human life X figures that by 


defeating several Maverick Hunters, he can 
help ZERO, the new leader of the Maverick 
Hunters Chill Penguin comes first 
























































RARE BIRD 


DR. LIGHT’S LEGACY 


Dr. Cain uncovered Dr. Light’s lab many years after the 
brilliant scientist had departed from this world. Buried 
under several meters of top soil and rubble was X, the 
most advanced robot the world had ever seen This robot 


actually had the ability to think and reason Using X as a 
model. Dr. Cain began producing “reploids," a whole new 
line of robots based on X Less than a year passed before 
something went wrong with the reploids Uh-oh 


HANGIN’ WITH X 

No longer docs “not quite” making a 
jump spell instant doom for Mega 
Man. X is equipped with an enhanced 
traction control system, which allows 
him to stick to the walls He will slide, 
because of the forces of gravity, but 
can he boost himself back up. 


X-PLOSIVE 

Far superior to the Mega Buster, X's 
X-Buster takes the power of his trusty 
Arm Cannon to new levels! With his 
Variable Weapon System, X can now 
switch between the X-Buster and any 
other weapon he has acquired by 
pressing the L and R Buttons 


ZERO THE HERO 

ZERO saves X from Sigma when they 
meet for the first time at the end of the 
introductory stage X hopes that he 
will be able to join forces with the 
leader of the Maverick Hunters 
Before he can do that, he must 
improve his weapons systems 


Don't got caught in Chill Penguin a chitty freeze ray Kelt crash right through 
the ica penguins end into you! Stay bock or belter yet stay up on 
tho walls and blast away at him 


X couldnt quite clwr this extro long gap but by 
clinging to the vert-cat portion of the bridge, he can 
jump up until ho makes it up to the top 


Blowing things up is cool X can Powpr Up any of 
the special weapons that he acquires not just the X 
Buster Dr Light really hod it gom on 1 


CAN REALLY FLY! 

Chill Penguin can’t fly, but he is fairly fast, especially 
when he launches himself at you 1 It’s best not to move too 
close to him Stay back, charge up the X-Buster, and let 
him have it from afar Don’t shoot while the blizzard 
effect is in force—it’s useless 


ZERO offers X soms digital words of ancouragemsnt 
otter he saves him from certain doom at the hands of 
Sigma The challenge begins at this pointl 






























































STORM EAGLE 


Storm Eagle’s domain provides X with an the long gaps and to infiltrate otherwise 
X*cellent opportunity to go hunting for inaccessible areas. Jumping and clinging 
Power-Ups If X fires at the tanks marked to walls is a must in this stage. 

DA, they will explode A Power-Up or * ■ y. ' j. _ ■ . < ■ i 

some other useful Item, possibly a 1- J(* \ 

Up, will be hidden behind them. / \ 

Use the power of the Acceleration / V 

System to propel X over some of 


Its impendvi tfiit X 
Start Wttiar «fNl of N 


•ndnwtbv 


MM tht wndow will to 
»Wft Sub link will bt 
t you dtit mu itl 


FLAME 


If you enter Flame Mammoth’s stage probably won’t be able to get the Heart 
before completing the Chill Penguin Tank. 1 This stage is definitely easier to 
stage, everything will be ablaze and you handle after Chill Penguin has been iced. 


Thi first ftato hart 
stiff Itoks fikt M 
5*r*nJ photortM 




























































































Another one of Or. Light*! fuvtasuc 
Hplroet Enhanwmant allowi Wqi to 
backs i nrf various _ „ 

h ^ Stfuctu rr-4 

» him. ft HI 


•Hows hi 


STORM 


MORE THAN HOT AIR 


Flame Mammoth’s lair is larger than 
other boss hideouts Make good use 
of the Acceleration System to sprint 
away from the fire shooter. Blast 
him from afar with the weapon you 
picked up from Storm Eagle. 


'fou vt got la b# wry 
quick whan y,u turn 
and fire at thi 
swiping Storm Eagle. 


Quick X! Dash .,ut if 
thi way bifon Storm 
Eaglt crashes down 
into you 


BRINCER 


Storm Eagle attacks by swooping down at 
X on one side and then the other. A 
pack of four meet: .meal birds can , 
also be sent to attack. Dash out of I 

1 M >L 

the way whan Storm Eagle 
swoops and quickly turn nd 
firij when he’s at your level. } 


\ - 

Sprint right under Flame Mammoth when 
he jumps at you ond then lambaste him 
with Storm Eagle s offering to you 


RETREAT AND REDIRECT 

You can make it through this stage without defeating 
Chill Penguin first, but you’ll have to deal with the fire 
blasts as well as the regular maverick robots. 




































































Thn nwehanicil finflias buzz Irom fight to loft wrth 
blinding speed and they can really catch you off 
guard Charge up the X Buster |ust to he safe. 


ARMORED 


Before dropping down to the bottom, wait on the 
wail until the huge excavation machine tabs ff 
to the right A Sc: Tank is wilting to the left 


vttxchh 


Thn nwehanicil fmrtlias buzz Irom nght to loft wrth 
blinding speed and they can really catch you off 
guard Charge up the X Buster |ust to he safe. 


SPARK MANDRILL 


because the lights go oil and on I he area 
near the end of the stage with the bottom¬ 
less pits should be traversed cautiously 


Spark Mandrill controls the lights in his 
stage ItS not always easy to see where 
vouVe going or where vou need to 20 


It should be noted that if you ever 
want to re-enter a stage to fill 
A ^ up your Sub Tanks, the 


Armored Armadillo stage can't be beat. 
The mechanical bats just keep coming and 
they are full of energy offerings 


t; ' r- 

Hr- Utr^k 








































































Don't Qtt caught in the puddtts that this hydro mech throws down Don’t 
stand directly underneath it either Tour* likely tr get sti ck»C 


□on l spend too much time charging up 
the X Busier—just shoot quickly 


ON A LEDGE 


Again not miss the opportunity lo score a Ham 
Tank They inert sa y ur overall iniryy level 


SPARK O MATIC 


LIGHT SHOW 


Spark Mandrill's light show presenta¬ 
tion isn't very impressive Send him to 
the robot scrap heap by pelting him 


continuously with the Ice Beam, He'll 
shoot out a large energy burst, but you 
can easily jump over it 


Don t worry if one of youi shots 
reflacis off him Keep shooting 1 


Fieeze tht hulking robci in his tracks The em/gy burst travels elong Iht 
wrlh Hie Ice Beam floor and up the far wall Jump! 


RULER OF THE 


MINE SHAFTS 


Use small electrical blasts to knock 
Armored Armadillo out of commission 
Large blasts only set him off 1 Stay as far 
away as possible and jump over him if he 
rolls into a ball and spins toward you 
















































































LAUNCH OCTOPUS 


Launch Octopus' stage is probably one of 
the mosl difficult out of the initial eight 
The strength of the maverick robots and 


the danger ol the natural surroundings 
makes U that way If you get swallowed by 
a mechanical fish (and you probably will), 
just shoot your way out Make sure you 
^ sink the floating sub and take the big 
plunge with it 


SUB SHOOT 


When X disables the sub il will sink to Ihe 
bottom of the area Proceed to the nqht after 
it sinks to find another Heart Tank. 


After you scrap tin wt m the 
uxpansivf submit* itbj proceed It the 
right X will tuirrow t room that hides 
a Hoed T*i)f: He (I be well on his way to 
hjvmft h«*-«terQy Level maxed -eu(. 


TING CHAME 


rh s stage ?s probably one of the stages 

in the game. There aren't a lot of unexpected 
enemies that show up and when they do, X 
has more than enough power to bust them to bits Use an accclcr- 
aledjump to get up to the area that hides the Body Armor ‘ ^ 


A l«ng Ttap aftar a quick 
dull frtjn a lodga is what 
X nnis te fit jo (his 
particular H«rt Tinfc 




V jTi J 

i j/:'\ 


; ■ $ - ! ’1 
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Tokjng ow thu conUu-is of o mcch X can taka a break and let 
mother machine da wwnc of Ini dirty work for him! 




LAUNCHIINC AN ATTACK 

The worst thing to do when fighting Launch Octopus is to let him get his 
mechanical tentacles wrapped around you Whereas most bosses only deplete 
your energy when they come in contact with you, Launch Octopus will 
actually absorb X’s energy if he has him in his clutches The Shield weapon 
from Armored Armadillo works great at long range Use it or lose it, X' 


Oh ncl The evil Launch Ocwpus goi e hold of X and 
is in tho process of draining his onway 


The weapon that X got from Armored Armadillo is 
just what X needs to do the Inck on the oc*o boss. 




A SNEAK ATTACK! 

Like the predator that he is. Sting Chameleon cloaks himself and 
moves around in his lair before finally revealing himself and 
attacking. Try to dodge the spikes that fall from above 


Visit Boomer Kuwangsr s stage first in order to got his 
Boomerang Cutter weapon Use it on Sting Chime!eon 


These ccftireptijtk, try 
spears that sttk ihfrt 


in end also shoot 
ytur ground. 


























































































BOOMER 


Mostly vertical in its orientation. Boomer 
Kuwanger’s stage is a tester Jumping from plat¬ 
form to platform and from ledge to ledge while 
dealing with enemies coming at you from directly 
above can be quite a pain Make good use of the 
Shield that you obtained from Armored Arma¬ 
dillo when ascending through the tricky areas 


SHIELD YOURSELF 


No matter what you have to avoid ihe spifcad platforms 
as you taka a nde up the shoft on the moving platform. 
6y activatinn Armored Armadillo's Shield weapon, 
chences of survival sre greatly enhanced Hold down Ihe 
hre Button lor \ to 5 seconds to ecbvato it 


AFTER THE EIGHT 


BARRIERS 


When X dispatches all eight stage bosses, 
he meets up with ZERO again. This lime. 
Vile gets the best of ZERO and it’s X's turn 
to uphold justice and carry on the mission of 
the Maverick Hunters Several more bosses 
await X as he enters the final stage 


If X taps b loser barrier tht juns will 
noil him wiih • Ias«r Wait for die 
harriers to lurn off bnfort crossing 


Wait tor the mavarick knight to throw oul his mace vwapon 
before uncorking a big blast from X's chosen weapon ot him 





















































































































EXTEMD-A-LEDGE 


Take out any anoints on ihe platforms btfort thnihing 
any tnemiM on Iho foddtrs Renumber X cin jump and 
ding to thu wall while the mwmg ltdgts retract into ite 


X MEETS UP WITH SIGMA 


■ iuS/lI 


TAKE THE BULlL . . . 


The saying goes, “Take the bull by the 
horns.” Well, even though Boomer 
Kuwangcr has horns, you really don’t 
want to get anywhere near them 
What you should do, however, is 
switch X’s weapon to Homing Mis¬ 


siles and fire them constantly at 
Boomer Kuwanger. Jump up and 
cling to a wall if he charges at you. 
He’ll try to impale and throw X with 
his horns 


A direct hit will) 8 Homing Missi!« is about to 
connect with Ihe Charging Boomer Kuwanger 


Ouchi X gol sluck with Boomer Kuwangw'j horns 
and was thrown up to the ceding Smcsh 1 


If anything is disappointing about Mega Man X, the 
game, it would have to be the final stage Not 
because it’s not challenging, but because it's not 
long enough We want more! 11 In the long vertical shaft before you reach Sigma’s 
Dog, make sure you are fully Powered-lip by thrashing the green caterpillars. 


res! X applies fto final crushing bl»w io 
Sigma Or do*s he 7 The gam* s noi over yvt. 
X 60 for your Sub Tanks if you need them' 


This is how yi;u ajhi your 
sub screen to look before you 
go m io do bctllr wiih Sigma 1 
















































































































kithejun- 


The spectacular animation 
sowings h*lp weave an mtngu 
mg mystery far players to solve 
Very little is revealed at first 


problem ts, 

_ df scrambled. You 

is'^dae^jpttoyou are, or why 
'5 out to get yomrtMphine Soft- 
and have teamed up to 

create an irpriyufng adventure that takes 
.«* ithrough Hie dangers of several plan¬ 
ets. While you're unravelling die myster¬ 
ies surrounding your identity, you discov¬ 
er an alien conspiracy attempting to rule 
die Earth. Can you stop them in time? 

'U 1993 Grtpbine Software IntOToronai/aS^aowl, fnc. 


As the stages progress more and more ol 
the stcry unvwls itself urging players to 
continue onwerd 


When players first begin playing 
FlashBack, Iho animation and graph¬ 
ics will blow tlwm av ;y Each of th e 
character’s movements have been 
painstakingly detailed, creating an 
interactive movie The entire look of 
the game is reminiscent of Out of 
this World, only the movement and 
the play control is much improved 
Players will have trouble getting 
used to the controller functions, but 
with practice, they become second 
nature The story line is very involv¬ 
ing, drawing you into the plot 
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FLASHBACK 


The character’s movements and 
action have been animated with great 
detail, giving the game a very realistic 
look. Because there arc so many dif¬ 
ferent moves you can perform, the 
play control may seem complex when 
you first begin playing. It becomes 
much easier to handle once you 
remember that all the moves center 
around the Y Button. For example, if 
you press Left, you will walk, but if 
you hold Y and Left, you will rua 


Most of your character's mows are pwfonnid by 
pressing the Y Button Ldimt yoursnif off a Itdge by 
holding Y end pressing Down on the Control Pad. 


You can sat up your wt movt whilu you're rid 
doing tho first If you praw A whdi you re dmppiiq 
down you will draw your gun n Moowyeu bud. 


The game graphics are great, but it is 
the animation sequences that keep 
the plot line moving After you com¬ 
plete each stage, there is a scene that 
rakes you to the next area. Each 
scene includes more of the story, 
revealing more clues for the player. 
* onnecting the stages with moving 
animation gives FlashBacka movie¬ 
like quality, which is both cntcrtain- 
mg-and informative to the player. 


Although you con t br hurt during thu sfflry 
sequences, you may find yourself slortiu| out rn 
same sticky siurahons-umctimH without* yw 


Close up munition sequences fill in the gips 
between stages, keoping thi story line flowing 


In the Cyber Tom* you must rest your skills e 
eight livels of cyborgs und attack dronts befoi 
can win passage back to Earth 


As the game progresses, you will 
travel to new and different worlds. 
Each stage becomes harder than the 
last, challenging you with a wide 
range of powerful enemies and traps. 
If you are up to the challenge, your 
quest will take you into the dangers 
of the Cyber Tower, back to an alien 
infested Earth, and off to the alien 
home planet to end the crisis once 
and for all. 


later in the gams you will visit (he aliens home, is 
you attempt to stop their invasion ftu am plontt 
Earth’s only hope! 
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STAGE 1 


THE TITAN JUNGLE 


Shams from unconsciousness, you find yourself in the 
midstafiKstcamy jungle. Nothing is familiar. You haven't 
ny idea where you are, or even who you are. A nagging 
icltng ofdanger surrounds you Blaster in hand, you set 


off tnto the jungle to face the perils of a forbtdden planet 
Finding your identity before your enemies Find you is lop 
priority. The mystery lies all around for you to unravel as 
darkness settles across the jungle 



STEP BY STEP | 

□ 

Return to the injured man and use Iht 
Teleporter After he is gone you wilt find 
the 10 Card on the ground. 

B2 

Got the HoJocube that is sitting in the 
top left comer of the screen hbu will get 
e clua and open the gate at A4 

D 

Use the ID Cart to gam access to the 
next areo The gate will only open when 
you use the ID on the Card Lock 

B4 

Hitting the trigger on the right side of 
the screen will open the gate Shoot the 
mutant to get the cartridge 

El 

When you drop to the bottom ot the 
screen immediately crouch down The 
lasei cannon will blest you if you don L 

C5 

Be suie to climb up and over the deadly 
green ray Walking through rt will prove 
fatal to the unwary traveler 

E3 

New Washington lies at the bottom of 
that hole tou'll no*d to find 5Q0 credits 
to get the Anti G Bell 

C6 

Avoid the flashing mines and hit the 
trigger When the lift lowers climb up to 
the Gencratoi and chaige the Cartridge. 

D3 

Use the switch to turn off the deadly 
green lay but jump over the trigger or 
the ray will turn back on. 

E 

5 

Use the triggeis to move the lift out of 
youi W3y Just jump over the tnggeis 
that move the lift the wrrng way 


Throw the stone towaid the mutant to 
make him turn around When he faces 
the other way drop down and shoot him 

E 

6 

The in|uied man in the comer nfleds 
hpfp find the teluportei and bnng it to 
him ond hell give you the ID Card 

D5 

Gmb both the Key and the 50 Credits 
that are laying on the ground The Key 
will let you out of this area 

C3 

This gap is too large to jump f If you use 
the fully charged Cartridge on the Lock 
a bridge will span the chasm. 

D 

There are 500 Credits srtting tn the top 
coiner ri the room If you hit the trigger 
the connons in D5 turn on. 

Bl 

Thi Teleporter is resting m the lift Place 
tha Slone on the trigger to keep the lift 
nsing out of reach 

E3 

After you give the old man the 500 Credits 
jump into the pit The Anti G Bolt will safely 
take you to thn next stage 


SHOOTING 
_ MUTANTS 

All of the mutants that roam 

* 

throughout this stage are armed 
and dangerous Draw your gun 
before you ditip down so you wtll 
be ready to tire when you land 



Mutants can bt dangerous, so bi ready for a 
fight* Walk up to the edge above Iht mutant and 
draw flur gun before you drop down en thwa 



Ybu will land in a crouched position with youi 
gun drawn end ready to fir* If you cetch them 
by surprise, you won't get shot 
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STAGE 2 


NEW WASHINGTON 


After you escape from the jungles of Titan, you will find require their fair share of gunslinging. As you work 
yourselfjn the wild urban jungles of New Washington through the streets, remember, anyone could be an 
While vou are in the city you must earn enough money to enemy! Have your Blaster and your Force Field ready, it 
make it back to Earth The jobs are tough and are going to may save your life 




RESTRICTED #1 


White you may outer the 
other restricted ftrais during 
this stage, Restricted Aren 1 
will remain off limits. You 
will meet the Police here Inter 
in the game. 


The Tram Sysiero will lake you whwewr you need Id 
qd II you miss it, Iha next on« wl! he by soon 


All ihe areas you must travel Id are well marked on 
your map Select Ihe mep Iben press B to wow it 


FIND THE 
FORGER 

Entering the Cyber Tower 
game show Is the only way you 
can get back to Earth. Visit 
Jack outside the calc (o get 
the False Papers you need. 


TAKE THE TRAM 

All theareas of New Washington are 
accessible by Tram. To travel to an¬ 
other area, stand on the dock so that 
you arc out of view behind the tram 
Hold the Y Button until the tram 
leaves the dock When you want to 
exit, press the Y Button again 


FAITH LEAF 

To gel to the upper ledge, stand 
next to the wall, hold the Y 
Button and tap theControl Kid 
toward the ledge. Hold Y until 
you gmb the ledge. 


Hi (rtM Iv (ft HCK In Urth, 
oil Fall* Papm W «Mr ft* 


After ptyiito otf ft* Fwucr. tHiwtliyw 
you >11 the imenny Pajm». 
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FLASHBACK 



! TO THE TOWER 


1 After you have completed all the job;, at 
[ the Employment Center, and have pur- 
i chased the forged papers, return to the 
Cyber Tower 

Here you can |H 

to I 

i win a ticket I 
back to Earth V 


CQKSBl 


Giw the man al the 
counter your papers and 
you can try your combat 
skills in (he Cyber Tower 


Getting to the Cyber Tower is only 
the tip of the iceberg in this game. 
More of the problem will reveal 
itself when you arrive back on 
Earth. Where is this alien force 
coming from? And why? Finding 
the answers to these questions will 
require some careful exploring and 
\ heavy blaster fire 1 j 


EMPLOYMENT OFFICE 


When it’s credits you need, this is the place to go. Anyone 
can find work in New Washington, as long ns they have 
a Work Permit You will return to this area mahy times 
during this stage, so it is a good ideg to charge up your 

Shield and save the game while 
you're here. ■ 


Sand m from ol Hu MuUung semen 
and prut tha Y Button to lum the 
paramour* of your mission. 




Alter viewing tN require 
monte of the job. use the 
Work Permit to validate 
the mission, otherwise 
you won’t be paid. 


ADMINISTRATION 

Before you can get work in the Employ 

ment Center, you need to have a Work Per 

mft You must struggle 

through the bureaucratic ,. 

red tape of the Administm- i 

tion Center in order to see 

the boss. When you give T ; 

him your ID Card, he will 

issue you the Permit 





P 

pB 





«" w^- jar m*—**"* 

pfci _ JBj 
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W!) Last month, we featured Clay Fighter. 
This montm another impressionable Interplay offering 
takes shape on the pages of Power: Claymatesf Whereas 
Clay Fighter is a street fighting game, Claymates is all 
action. Well, mostly action. There is a puzzle-type ele¬ 
ment involved in the scenes between stages. 


The graphics atr not highly detailed but Ihey re 
fun and fil the overall Clnymales theme 


Clayton will have to guide 3 pair of robots to 
oblam Ihe necessary items 1 o etiminale the 
obsiacles lhai block his palh lo ihe next stage 


CLAY 

SLAYS! 

This § .me is r< .Hy fun’ “Sure,” you 
exclaim, “you say th t ;bout most 
g mes ” Well, wet n ray that bout 
most g .mcs because wc only review 
the good ones! Claym les certainly 
fits the good g me mold (pun intend¬ 
ed). Lately, it seems like it’s getting 
harder and h rder to find side-scroll¬ 
ing action game tfe.t can hold your 
attention Iona enouah for vou to i each 
the big bad boss at the end of the stage. 
You just know he’s there waiting. 
Claymates can do it! The variety of 
characters and stages, the whimsical 
story line and the good play control 
add up to a winner, it’s not just hop, 
jump, duck, slash, and do it ail over 
again. There are plenty of different 
things happening throughout the 
game. What’s more, the fun factor is 
only boosted by the fact that Clay¬ 
mates is a big game. Mostofthe stages 


Collecting Ihe 
CLAY at the 
the stages 
to q Bonus 


Speaking of that Bonus 
Slags here is one ol 
tham> If s kind ol like ■ 
huge pinball machine 


Anolher Bonus Stage will challenge your sense ol 
dir&lion ond reflexes. Follow Ihe bouncing clay 


are vast Check out our maps for proof 


of that fact! 
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Clayton, the star of the show, ts just a regular oV ball of 
blue clay However, by bumping into other strategical¬ 
ly-placed clay caches, he'll be transformed into one of 
the five other Claymates. As you will see, the Claymate 


Power-Ups that Clayton finds arc well-suited for each 
particular area that he must travel through Accord¬ 
ingly, each Claymate has dtssimilar abilities and differ¬ 
ent methods of attack Pay attention. 


MUCKSTER 

This clay cat can climb trees with the best of 
them and has good lumping ability 




OOZY 

Oozy is faster than a hedgehog And like 
hedgehogs ha s difficull lo contra) Rats? 



CLAYTON 

A clay fist is the only 
protection Clayton has 
against hi$ clay competitors, j 


- 




GOOPY 


He can only be out ef water for 
10 seconds, but underwater, he’s an ace clayfish 


GLOBMEISTER 

This acorn huckir. chipmunk hes excellent 
attack power Multiple acorn shots can be delivered 




With a running start this bird 
can fly for short distances 



Throughout the whole game, the Claymates 
will come across vartous machines and spe¬ 
cialty Items that they can use to their 
advantage Don’t pass ’em up! 


MUTASIZERS 



There ere three types of these odd looking Mutasizws Each one 
performs a different function that serves the Claymates A 
absorbs ell of the diamonds in the area 6 makes diamonds 
thal wweanca inwisiblp appear C drops a hammer that makns 
all anamies in the vicinity freeze for e few seconds. This is 
especially helpful because H Jets you approach and pass 
anomies without fear 


Orap through the 
funnel lo access the 
powers of tha machines 



gives you a balloon 
with a platform attached 
to ii that lifts a Claymate 
to new heights f lets a 
tornado out ol the box. It 
will mow down enemies, 
f allows the eye that appears from 
the box to sea cnce-mwsible diamonds, 
fi opens the red door that appears 
from a box to take you to a Bonus 
area Collect muss diamonds' 


To unlock thr pink Bonk 
Boxes collect these Items 
If a box shows a gold Item 
you can open n 
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C layton’s goal in each stage is to reach til* Goal and exit the 
stage Hell need the help of the Claymates to get him 
where he needs to go* Don’t pass up the chance to transform 
Clayton. To help you out and give you a sampling of the game, 
we’ve included a tip for each of the levels in Stages 1-4 


If you have obtained tot round 
Geo shape, you can enter a 
secret area Tike a nd» on tha 
balloon platform up es high as 
il can go and thtn open tha 
other Bonk Box with tha round 
Gbo shape an rt. Enter Ihe door 


Muctater’s got gre-di springs* With his 
excellent jumping ability you should be 
able (o cat epult the feisty feline high into 
the air Who knows whet you might find 
high in the sky? Remember Muckster can 
dig in wth his clews end climh trees like 
any ether cat This is a valuable asset 
especially in Ihe Village stages. 


A s fate would have it, the action gets more diffi¬ 
cult (and more interesting) when Clayton ends 
up in the Pacific Goopy makes hts first appearance 
here and will be called upon many times because 
there is a lot of territory to be covered... underwa¬ 
ter The puzzles in between stages also get a bit more 
diff cult to complete in the Pacific. They’re not overly 
difficult, though. Just keep moving things around 
until you find a way into the next stage. 


THE SECRET £>SSR 


If ywi maka a inisuku punch 
lha robots They’ll start over 

0 Clayton's Yard 

• Jeremy’s Yard 

• Streets of Clay 

• Moldy Lane 


0 Cape Cfaynaveral 
0 Ooze Land 
0 Crabby Bay 
0 Clammy Reef 



1) Ride up on the lifts 2) Claar tha “Good Joh” balloon marker and grab tha 
Gloopy Power Up baton going down into tha water 3) Snag lha round Geo 
shapa and proceed to tha right 4) Avoid tha roving mines and ga up 


5) Before going to the Goal go up to the left end through the secret passage 
to collect a wealth of goodies. 
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1) Git the 2nd Mucksinr Povwr Up 2) Jump off of the pole end down ante 
the clouds 3) Depress the switch and then work your way down to the bottom 
left comei of the area before proceeding to tha right 4) Depress tha 2nd switch 


5) Depress the 3rd switch 6) Go up through the opening now that tha steam 
valves hew bean shut down. 7) Drop down into the sewer here 8) Depress 
the 4th switch. 9) Meet Ben 





SWITCHES 


by jumping on and depressing tha switches the steam 
release valves will he shut down Its basically impossible to 
make it past a steaming valve without taking a hit The best 
plan is to saak out tha switches and shut them down 


Glom onto n Globmaister Row*' Up and 
start hurting a multitude of acorns at 
this floppy eared clay hound* 


EXPOSED WIRES 


These ponwr cables are hot? Bactncal charges run bach and 
forth along them Any smart Claymats will avoid the sparks 
by tumping ovei them Just watch out foi iho bees Several 
hives have been constructed emong the power poles 


[a*HIDE-A-WARP ^ 


H looks like a joIiJ wooden barrier but Oozy cun go through 
3nd touch the warp in the photo below Remember to always 
look foi odd places like this They do ewsti 




INVINCIDASH 



If eny of the Claymores drop down through the tunnel into 
ana af these Mutasizws they II hecoma invincible for a tew 
stcands. You can run right through any obstacle or anemy* 



;c 1 CLAY SHOOT 


H you gat a 2nd Power Up for Gloopy you can shoot a clay 
ball through barriers like this one Its great for taking out 
enemies whan they hava no chance of getting at you* 




[D>SHOOT FIRST 


There are several enemies including on electric eel chat you 
shoot through this opining before proceeding up and around 
It's much harde r to get them from above 




If you don’t have a 2nd Power Up for 
GFoopy taka a quick swim through tha 
caves to find one. Wait on the ledge 
on the right sida of the clammy boss' 
area md fire sway at Corby 
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Ooze Garden 
Lily Pads 
The Playgoda 
The Claygoda 


W elcome to Japan' Clayton never dreamed that he’d end up in 
the land of the rising sun, but here he is' The enemies are 
more aggressive here and a lot of them require more than one hit to 
defeat, especially the little sword-wielding samurai dudes. Don’t be 
distracted by the lush, green scenery There are much more impor¬ 
tant things to be looking for—the things that arc looking for you! The 
between-stage puzzle screens begin to present a decent challenge in 
Japan Again, this feature of the game really helps to break up the 
action sequences. You can take your time to complete these screens 
and there's nothing that’s out to get you, either 1 



tou‘II have to push the stones into proper 
position in a few of the stages 





i 




giant cannon 1 We're not sure what pari of 
Africa Clayton lands in, but it’s certainly not 
the desert The puzzle screens between the 
stages in Africa continue to progress in 
difficulty Some of them will take time and 
heavy thought to complete The boss at the 
end ot the Africa stages, Jobo, is very simple 
n defeat It's almost comical how easy it is. 


liSfc 
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COLUMN CLIMB 



DIG IT 


Instead of wasting time 
sliding down the long 
water slide Muckster 
can taka a shortcut by 
climbing up and over the 
column Cats dent reelly 
like to gel wet. 

Especially clay catsl ll s 
quite a messy sight 



0 


Globmeister can dig 
down through the brittle 
ground in this in* to 
raach tha Bonk Bex 
Whats in the box? Only 
Glflbmaistef will know 
because nc ether 
Cfeymata can dig 
Gigging is one of his 
specialties! 



NO PAIN 


o 


HIDDEN CLAY 


Once the swords fall 
and stick in the floor 
they ara of no danger to 
the Clnymatas They can 
just walk righi past 
tham Approach them 
slowly and wail for 
them to fall There's no 
sense in getting sluck 1 





-■ - r* 


Behind the purple 
picture lies a ball of 
clay You wouldn't knew 
it was there hut this is 
just one of those places 
when curiosity pays off 
Explore aii possible 
ereas in this game* 




Use Ihe small spiders as projectiles 
and bounce them up at Webigail Try 
this method stand right next to the big 
spider and heck away 1 




1) Use Ooh Doh to fly up the length ol the column to the opening 2) Instead of 
entering tha water slide chute Mucksttr can climb up and over the column and 
down the other side, 3) Grab the Muckster Power Up 4) Grab another Muckster 


Power lip 5} Take the middle warp in order tn go up and head toward the Goal 6) 
Get the Oozy Power Up 7) Jurtp over and avoid the fish by landing on the green 
buoys while yau proceed to the Goal 




There is e hidden ball of clay 
located m this area After you 
get n Doh Ooh will be able to 
Sy up to the upper levtJ m this 
oraa Ol course he II need to get 
a running start 


The waterfall is a tricky place to 
be Watch yout' step One false 
move could lead to an immense 
disaster for a stray ball of clay 1 
Go for the warp It II take you off 
!o a new area 


When standing on the 
Block that takes you 
through the lava wait on 
Ihe left side of the Block 
and then move to the right 
side. You’ll be in a better 
position to avoid fireballs 


Tha fire spitting lizards seem to 
hint that they are guarding 
something valuable to the left of 
them Pay nc attention to their 
devious ploy Just keep on 
haulm' cley to the right 


Jr.bo isn t the final boss in the game 
lhare s plenty room action eheadt Orum 
rapeaiedly on his noggin 


1) Get the Muckster Power Up 2) Ride the pletform across tha waterfall 
3) Obtain the Oozy Power Up so you can haul through tha tunnels 4) Blaze 
Ihe spear tosser as you nde up on tha cloud 5) Make this tricky jump. 
Slow down through this section B) Watch rut for the barrel rolling down 
the incline Be prepared to jump over it 


GREAT FALLS 




GO RIGHT! 


FIRE ALARM 
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SOi.iOlER£ 


Health 


Health 


Wisdom 


Wisdom 


Weapon Power 


Weapon Power 


★ ★★ 


FORTUilE 


NINTENDO POWER 


£ 2,500 


750 


This mercenary is in the business 
purely for the money. The Baron 
has slashed away large sums and 
Brigand is willing to risk hts life to 
find the loot. He has average abili¬ 
ties and begins the mission with a 
Rifle and Shot Burst 




« 1993 ftt* Brother i. ui'm •» <.? Ni 
Under Ertfu&vu Uctmsa to SpuClruro Hofubyto. file 

In Kftfis single-minded pursuit off power 
and wealth, Baron Fbrtcsqut has ere-’ 
ated a monster. The Baron’s invention 
Is the Chaos Engine, a steam-powered 
machine that is setting the world off 
1877 on its ear. In this overhead view 
shooter from Spectrum Holobyte, your 
mission is to recruit a pair off merce¬ 
naries from a group off six and infil¬ 
trate the Baron’s estate. 


Th* appearance ol a * 
i icoitvr wis the fiftt rt 
s 

events caused by the 
Chaos Engine Kmc i 
pair of men*«n*a tfmt 
put an imf to thg 
madness with a shw of 


The intelligence and speed of the 
Gentleman keeps him at the top of 
his game While he’s not very 
strong, the Gentleman can avoid a 
lot of trouble with his quick moves. 
He starts with a Flame Pistol and 
mapping abilities 




The ox-likc Thug is a mutant 
powerhouse who can withstand a 
big beating and still fight back with 
a mighty force. His Shotgun fires 
several small shells and the Molo¬ 
tov weapon that he begins with 
sends out a circle of flame 


Health 

★ 

Speed 

★★★★★ 1 

Wisdom 

* 1 

Weapon Power 

★ ★ ★ ★ ★ |l 













































































SOLDIERS OF 
FORTUNE 


Soldiers of Fortune is a one 01 two 
player game with an overhead view 
In single-player missions, a com¬ 
puter-controlled partner joins in to 
help wtth the fight. The four worlds 
of the mission are made of four 
stages each. When you complete a 
world, you will be rewarded with a 
password The password keeps track 
of your accumulated power and 
wealth and the number of Fighters 
that you have in reserve. 

Aft* evwy o!ti»r stag® you 
rj cm spand you* sccumolitid 
f cash on • vsntty of helpful 

* Thty jncludi spmd 

■nQ 7 "3 weapon Ptwv 

K /A'I il U ps, more s kill and extra ftv«. 


Whtli a singla player mission deis fwturc • 
compulir-controlltd partnsr nothing htats • two 
ployar partnrship for commumcition ond teamwork 
You'll far if you hivt • good sidiktck 


Baron Forttsquis estalo is filltd with many barriers. In order (o break the 
bamvr? you must tay thi electric nodes that litter the estate 


verage ★★★★★ 


Experience is on the Mercenary s 
side This fighter is a veteran of 
manv battles and a good leader. 
While his abilities arb average. 
Mercenary does make good use of a 
Galling Gun and he is an expert 
with explosives 


The strongest tighter of the group 
got his phjsical training by build¬ 
ing roads and canals. He also had a 
stmt with the army where he 
learned to make weapons, Navvic 
begins the mission with a powerfuf 
Cannon and D\namite 


The Scientist is the brains of the 
bunch, He is smart and fast. While 
his homemade Lightning Gun may 
not be the toast of the town, the 
First Aid Kit with which he begins 
the mission with makes him a good 
member of the team 


Health 


Health 


Wisdom 


Wisdom 


Weapon Power 


'eapon Power 


mO FIGHTERS ARE BETTER THAN ONE 


| Health 

★ ★★ 

j Speed 

★ ★★ 

Wisdom 

flA/-_. _ 

★ ★★ 

AAA 






















































































































HIiiMnni™ 



The outer reaches of Baron 
rortesque’s territory are filled 
with trees, craters, moors and 
other natural obstacles. Most 
of the levels have a straight¬ 
forward layout with very few 


LEVEL 1: TIE BEGINNING 


aThe opening stage consists of three areas. You’ll 
start in an open south-to-north passage, then 
make your way south m narrow, enemy-infested 
corridors and fight north agatn through a Mon¬ 
ster Generator-filled area which leads to the goal. 
aHii the monsters and spare the Generators for 


? GOLD KEY 
SILVER KEY 


Three Golems appear just 
north of a Molctw Hem 
Approach the Molotov from 
Ihe south When the Htm 
explodes the fleme will 
wipe out the monster trio. 


Grab the Gold Key m this 
area to open up a small 
clearing to the soulh One# 
there you II bnd Coins i 
Power Up Food and e pair 
of Special Powers items 


This area is pecked with Monster 
Generators and an ermy of Stone Golems 
When you re surrounded liy 
Golems, grab the Dynamite on 
The ground to oWiterate 
the enemy threat 


LEVEL 2. MUD 


START 


■ 


1 

Mt 
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LEVEL 3: 




SOLDIERS OF 
FORTUNE 



[} 

This level is filled with flat rocky plateaus and mon' 
ster caves Your first encounters with the Hulking 
Lizardmen will occur here. They arc similar to the 
Stone Golems, but they can withstand more shots 
and loss roclc, more quickly. Try to fight these crea- 
w lures from a distance. 


K 






iS To ■ 

¥ 4 




oft 


By breaking the Nodi ip this oroo you'll open up passages which lead Hi 
9 the west and ovtntually to the Goals ip the north 





JWi 




*•?> ; 
i 


m 






■Ml 




/ 


This is thi first level with multipls 
Goals. Tha Goals (tad to different 
suctions of the naxt 



■ f sjf 

)VUa. 




o mgm® 





' • ** 


n 



START 


ill f 41 


r.M i 


.Hi 



The opening seetton of Level 2 is similar to the forest of Level 1. then tt 
it turns into a swampy moor. Enemtes pop up from the muck and sur¬ 
prise warriors at close range. Before you cross bridges or walk 
through narrow passages, be sure to fire across the gap to clear away 
the enemies that may be waiting on the other stde 


i POWERFUL 




TIP 


PARTNERSHIP 


m 

tiTT 







Frags a^pisr hca for the first turn. They 
jump quickly and cover long distances Fire 
on lham as soon as they show up 




Spitting Swamp Plenls fue projectiles in 
diagonal directions F*ce off wtlh them 
wid finish lhem off 



If you're on a single-player mission, it’s 
important to choose a good partner. Even 
though the Scientist has a weak weapon, 
hts intelligence and aim make him a 
strong partner candidate. He also has a 
First Aid Kit which you can take by press¬ 
ing the Select Button. 



Culled • Key heir to make j bridgu appear 
northwest of this sectinn, than fellow a 
clear psih to the goal 



If ytu rt going out against thu 
Birun $ forces wtthaut another 
humon-control led frfhtar it's a 
good idi’a to taka tha Scientist 
along with you for hrs keen eyt 
and his anargy giving First Aid 
Kit 


nl 
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LEVEL 4 


J no ku.un oi Level 4 is very 
much like that ofLcvel 3 There 
arc several rock plateaus and 
many tree-line clcartngs The 
Hulking Lizardmen are once 
again your primary enemy here 
You’ll also encounter a large- 
number of Mini-Volcanoes and 
Chaos Beetles. Keep plugging 
away and you’ll get to the Goal 
in no time 


You'll begin in this tr«a if 
you manigiHl to open end 
anler Goat & m LiMjl 3 
Collect the spccicl items in 
thi) urea then continue your 
quest 


There era tim hugs rwk torm« 
lions that block tho psssegi to 
the Soil in this list area of 
Level 4 Hit one of tham with 
your standard weapon and it Will 
crumbla 


tj. Cy entering Iht foliaga surrounditd cave m this 
area you II inter tha southwist section of lha 
lewd where thare art savaral spacial items. 


After you plug a Liar dm sn four Mim-Vtlcanois will 
appear If you have a special weapon that can eltar 
an enlirr araa. us« rt now to taka them all out 


Following the completion of every 
two levels, you will have a chance to 
build up the powers of your fighter 
in the Equip Character screen. The 
most important catagory is Skill. 
When you build up this aspect of 
your character, his capacity for great¬ 
er Health, Speed and Wisdom will 
increase. If you then max out your 
character’s Health, his capacity for 
Weapon Power-Ups will grow And, 
in turn, if you increase the power of 
his weapon, his capacity l'or greater 
Skill will go up This relationship 
between Skill, Health and Weapon 
Power-Ups ensures that your charac¬ 
ter will be balanced as his power 
increases This increase also allows 
for more special abilities. 


0 Extra Life 
O Skill 
C Health 
0 Speed 
O Wisdom 
C Special Power 
O Weapon Power-Up 


Wtapon Povwr Up. Skill #nd H tilth 
catiQQnts are miof rtlittd Build one 
thro baJinci the othafs. 


POWER 
• TIP 


i 
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The workshops are at the outer 
reaches of the development. They 
consist of several primitive stone 

buildings and are popu- 
/a ® lated by Golems. 


LEVEL 1 


This level lives up to its name. It's a maze of buildings 
and barriers While the maps on this page and in the 
game will help you find the right route, it does pay to 
fight through all of the passages. 


' ‘ 3^ Thera are ihret posts in 

^ 9 this area, each of which 

cover a special Hem Once 

—- —- pno D f (ha 

posts, ilia Dlhtrs wilf be unbreakable You cun colled all tbrei items by 
using lh» Shol Burst to hreak all Df the posts al once 


Collect tha Key to the easl of Ihis pout! baton yi>u coflbd iho K*y to th* 
wesl This move will allow you accoss to areas lhal heve more special 
iloms and Coins than other oreas in the Mazo level 


LEVEL 2. 


\ ncmic.vlurk around everv corner in Ihis level. The key to 
survival is to know when to fight and when to run. If you try 
to battle every creature in a mob, you’ll likely take some 
damage, Try to makea clean break and run loan area where 
the monsters won’t follow you. 


A group of gold mulanl Frogs attack here Run ewey from lh«m When you hil Ihi 
Telephone you II bo able lo get oul of the ana 


Mysterious patches of ground come to life in Ihis area and more appear ones you 
yot the Kty Use a special ilem if you hav* one Ihot will lake Dut all of the onimies 
at once or fighl !hem off one al u lime but watch your back. 


The small enclosed area in this stetron holds many special ilems If you walk 
around Ihe cosl side, you II bo able to open the doer 






















































































































































LEVEL 3 


Because of the large number of cannons, monsters 
and traps in this level, you will deftnitely be in for a 
challenge when you enter the Quarters Enemies 
that can take a lot of hits appear in large groups 
here, more than ever before. Beware! 


Vinil! fac« » single caniwn-ind-two monster 
barraga her* Usa a special weapon if you cant 
hit tham before they hit you 


A strong monster approaches from the north Hun 
to tha south around tha corner and hit tha 
monster with a diagonal shot as it follows 


If you have a GomputeT'Controltod pa rim 
won't b* wry careful around the steam 
Watch fiuti 








































































































































































The name of this level is “Steam" because this is the first area where you 
will encounter traps that spurt radioactive water vapor. The traps blow 
out steam, then stop, then blow out steam again at a constant rate 


This pi act is crawling with monsters Take it 
slowvJy and blast the baddies one at a time or ust 
a special weapon 


Steam stops and starts here. Run from the vents 

when the steam is off then look for t pipe to 
bfast and stop the flow 


You'll find three Goals at the and uf this level 
The Goal that opens depands on the order in 
which you collect objects in that area 


You’re rapidly approaching Bar¬ 
on Fortesque’s digs and the cel¬ 
lars where he hides the Chaos 
Engine. There are two more 
worlds to explore. Good Luck! 


7 The animated objects in Baron 
1 Fortesque’s home serve as an 
I example of the strange powers of 
1 the Chaos Engine, Break them in 
I pieces and move on. 


■J |J f ( ,Y-.Y3i 


The Chaos Engine rules in this 
dark and dank underground 
world. Hit the valves to clear away 
the water and watch for the en¬ 
gine’s security system. 




















































































































BUGS BUNNYJ 


1994 SunSoft 

LOONEY TUNES, characters, names and 
all related indict am trodemaifcs of 
Warner Bros 01994 
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TMNT: TOURNAMENT 
FIGHTERS 


YEAH? SO WHAT! 
I DON’T. 


TURTLES FIGHT 
WITH HONOR! 


SHELL TO SHELL 

Konaml has a winner on Its feafc 
with the Super NFS version of Tow* 
nament Fighters! The Turtles have 
long been known for their action 
games, but nm^thay fyketothe 
street fighting scene. They’re right 
St home on this bu$ but they’re 
certainly not alone. 


S Mirage Studios USA 
TM and 01993 Ko/rami Co. LTD 
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STORY BATTLE 


VS BATTLE 


TOURNAMENT 




ATTACKS 


OPTIONS 


BLOCKS 


ULTIMATE ATTACKS 


GOOD BLOCK 


i LAMMED 


GAME MODES 


There are several cool ways to play Tbumament 
Fighters. You can travel in the Tournament Mode, 
rad about the talc behind the fighting in the Story 
Battle Mode, or go head-to-head with two players In 
the Vs. Mode. Another cool option is the Watch 
Mode* which lets you check each fighter’s moves. 


Select any one of the four Turtles 
and go nfter the kidnappers who 
nabbed April and Splinter. Before 
and after each battle, the story 
progresses in cinema scenes. 


There’s more money up tor grabs 
in the Tournament than you could 
ever imagine! It’s winner take all 
You can choose tp fight with any of 
the 10 available fighters and then 
face off against everyone else. 


Each player can choose from all of 
the fighters and go head-to-head 
against a friend. Players can select 
the same character to fight with, 
too! This is a great option to have in 
a street fighting game. 


"" As with most street fighting 

fUTfo «mnnv Himes, Tournament Fighter- 

allows you fa *cecr an 
option menu to change the 
C'&nl roller C'onfigurauou ind set the timelimit, speed 
find difficulty level. We recommend the default Con¬ 
troller Configuration, which is very scdiibl* 


All fighters h ve their own special attack moves. / 
of tha Controller motions required to execute 
moves are •jinftHor. bat the outcome h different, 


Highly underrated in the sueei fighting scene, the 
ability to block and to know when to block can be criti¬ 
cal to winning consistently. You’ll pay the price if you 
don’t put up a block to avoid special attacks. 


Wbcn the green gauge below your energy meter is flill 
and flashes, press X and A at the same time to activate 
your Ultimate Attack Move. Devastating power! 


NINTENDO POWER 




















TMNT: TOURNAMENT 
FIGHTERS 


POWER 

DRILL 


JAMBOREE 


«-(h©ldR X(Y) 


ow/* 


CHEST BUSTER 


SHINING 

CUTTER 


ENDLESS 

SCREW 


ROTO CUTTER 


POWER 


A Id ng ranot Powar Drill rvsults It 
you press the X Button while a • 
shorter wron occurs with Y 


It you como undir attack, 
press Away from your 
opponent to block the 
mcv*. Blocking is ■ great 
e*1*up far attacks. 


The Chart Busttr la «xq» 
cutsd by pressing and 
holding AtMyforn second 
(blocking!) then pressing 
Toward plus A or B 


You can ta illy throw Shining 
Cutters one right after the other; 
It’s a very good strategy; 


It's not really uwJlws. but it is 
lightning test Rely on this mb to 
gat you out off a jam. 


Press Toward, Down and then Down/Towoid plus tha X or Y Button to 
make Leonardo jump nnd execute tha Roto Cutler. Leo will somersault 
toward his opponent with Katana blades spinning at full attack force. 


VOLUME 56 


\nac& move ts cauea tnc 
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e Ultimate Attack gauge 
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move s 
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ntfr . volley of firet ills ^ertimink toward 

ions to assault your rival 
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BO 

THRUST 


GROUND 

CLAW 


DRAGON 

BREATH 


DYNAMITE 

BOMBER 


(hold) 


HEAOSPIN ATTACK 


*OW Ffl 


RISING THUNDER 


rUWi/i 




Ground Claws can to npp?d off in 
rapid-fin fashion. Start the ne*l 
Mon tfia firct wnnict*. 


An ewmffla display of finesca, 
the Bd Thrust i« e great mm if 
you've got your rival cornered. 


A strange ability due to natural 
helrtwts, Mikay can spew fireballs 
from his mouth if he wants to. 


If yju'rt dose to your rival several 
hrt3 are usually scored with this 
quick rolling attack mava. 


n you ay ui execute the Hetdspui 
Attack, but iton’l hold the Control 
Pad in the required direction for 
long enough, you'll etd up doing • 
sliding back kick. If s OK. Use it in 
conjunction with the Headspin 
Attack tor a combo move. 


You can mow Don forward or 
backward while he is spinning on 
hi* head, eaptcielly when you 
press the A Button to keep him 
sjynning m conjunction with this 

























TOURNAMENT 

FIGHTERS 


FIN 

SLtCER 


MOONBUSTER 
A(B) (LV h *l 


SLICE N BITE 


fOWfR 


POWER DIVE 


HOVERING ATTACK 


POWiK 


Armsggon’s tJUl- 

m te Atu.vk move, ^ 

thv Tumimi, isn’t , ML 4 <* *•?* 

"hat you’d sail W* 

evuctnely powerful, - = 

Water iipp.rently M 

doesn’t hurt too 
much. Don't lely on 

11 to iet you through - much, Inhcudom tterwbicn 
lighter you use, never rely on the UUtmnte .utuck. 
ConcentT te on mistering the other ti rck moves. 


work better 

from an elevated post- « 

lion. Maybe it's not! 

For Wingnut’s Ulti- ffy 
mate Attack move, you want 
your opponent to be close to 
you because the range of 
the attack isn’t as great as 
the attack moves for most 
other Fighters, 


A swirling Mast of water is stm 
hum Armaggen'e mouth. Um (hi X 
Button, ft's o faster mow. 


A wry povwfui mow, tha Fin 
Slicar can usually scort two hiu if 
tmi ora clou enough 


performed while wingmit is up 
io tha air, not at gmuad law). 


Aft* admmisitnnu tha Fin Stic*, 
for the Bite snack by pressing th 
Button. Wju just may gat it! 


An excelleit and easy mow I 
do, tha Pwrer Dive can catch 
an opparrem off guard. 


Pressing Toward or Away 
plus Y and B sunults 
nwudy while m tha ,ur 
allows Wingmit te mow 
into jofd position for an 
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AQUA 
| SHOCK 

h 1 * 

} It_ 

[ 1 Jfc*l 
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CHROME 

SPARK 


ELECTRIC 
PILE DRIVER 


"OWffl 


PUNCH/KICK COMBO 


SPINNING 

UPPERCUT 


SPIN 

ATTACK 


fGWOl 


SPIN 

KICK 

COMBO 


Oae ur Cfironw Dome's test com’ 
bmttiaa mom is vwy simple. 
Jump toward your oppoeem aad 
press ihi X Button. Both fists 
will strike your rival. 


Tha second part ot ite mm 
requires you to press Down 
the A Button. 


For its useful sots, dlls attack 
move isn't all that its cracked up 
to be. There am better moves. 


If you’m closo enough, you can 
scoro more thaa ona hu if you use 
the A Button with this attack. 


Since Asks is so quick, you should 

he abla In get n combi nature moves 

rasily. A Spin Attack f ollawtd up with a Berta kick works etfrehitly weJL 
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TMNT- TOURNAMENT 
FIGHTERS 


TURNING 

UPPERCUT 


DEATH FROM 
ABOVE 


QW£« 


UPPERCUT AND THROW 


>QW in 


Plum «nd simple, ^ V?! 

War just doesn’t like, 
anything or anyone 

His ultimate goal of * 

destruction applies f % 

<o everything (ex- HK2x5^Ei2^2Sii 
cept himself). His 

Ultimate Attack move demonstrates this fact He 
transforms himself into a ball of pure destructive 
energy and bounces off everything in sight 


hrr^ 


Pn-sibly the strongest f> ;htcr, hut not necess irilv 
'he best Like ny other street 'fighting game, 
anyone ctn win thic tournament, Shredder’s Ulti¬ 
mate At* ,ck move, the Lightning Crusher, directs 
lightnin- through his body toward his opponent, 


When foe Tummy Uppmut 
meva rods, mwi in closi and 
press the X Button. War will 
spin hit nval around and wri up 
tuning him rnio iho corner 


hjnill 

■irunr 

^iji[ j 

7m/ j H 

M K 



u 

1 r? . , , i 

1 7K 



f 

% A P 


1 Js '-yxTi 

K >* 

rMlRll! ^ 

, Jj ViYmi 

U)Am uli r,\ m - 

iT* B 1*11 i »jY j [ fly, 111B 8 


AURA 

_ CRUSHER 

AURA 

^SHIEU^^ 

MhoidH x(y)| 

J Y & B (SIMUL ) ! 

[■ .a 

; MyJ jLr* , ,** ■ 

1 F p*« • . ,» • _ _ _ , A Nv I 

1 /’ - ,tyl TJI'I 

A* ’ f • f t fti i ^9 

1 A - 1 

I :• Tl. ■» 

B _ —■ r J 

i. t iii- ^ luT'Ti 11 r '■ 1*lii V,", I In 

»',’i 'B iTT 9 

ITIU Ju'j ll.-^T' 

L'i'i Tj31 j ^ tl r , l‘i 1 

B11:11; i ■ ■ 'i rnrfrvlirjM^B 

KNEE CRUSH 

PLUS MORE? ~1 

















ftu can Mock sn Ultimate Attack mow, feut it will still tkm m 
enrgy. That's just Iho way it is-you cant da anything about it 


DONATELLO 


Arndt irfKrtiofflrf cntfcal to Aim, Ctowm) Dam* can min thw lack 
As ytxi'lf sse, th* stack ranfle of cannot but it noth* ftghtir roy nut 

««eh fiflhlw vsnss ■ ha ablt to reach as lar, 

ULTIMATE ATTACK MOVES 

The Ultimate Attack move for each fighter is differ¬ 
ent, Some work best nt long range, some only work 
at close range. Know it before you throw it! 
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A*# 

* 

* 

1 

A 

*oun 'houia 
Kink 

| Jumping 
Front luck 

% * ><Ji Kick 

Circular 

F 1 >watp 

iidi Kfek 

f.ofl Throw ft 

1 B 

Kik 

♦ Front Kick 

** KnM 

Fool Jwaap 

5hm Kmlt 

Jhln Kick II 

lx 

Katana 

Otak 

Ovarhaa* 

Chcfi 

Upptt Katin* 
Waah 

Ovarhaad 

Katina 

Ohouldtr 

Throw 

j Y 

Clkow 

Katana 

Utah 

M 4 Kalina 
•f*ah 

El .ow 

£ aw j 




RAPHAEL 



•\* 


♦ 

♦ 

♦ 

A 

K«ur ( ,'houaa 

Kick 

* Fmrf Kfck 

Circular 

Fool twltp 

thinning 

KirL 

DuptftK 

B 

•Id- Kick 

* Front Kick 

% * *m 

r A «Jwaag» 

Ohio Kick 

thin K^k 

X 

Ov#rh#nd 1 

• »i 1 

Ovarhaad 

tn 

U f*r Cut 

Uppar Cut 

IhouIJar 

Throw 

V 

Cros* Uni 

ClTM. ft«l 

From Jib 

Elbow I 

Elhow 


| 

•V* 


♦ , 

• 

- 

Ja 

Front Kick 

Flying 

Drop Kick 

DauMa 

Fnot ffwrop 

Bhrn K»ck 

Two Hand 
Toac 

|Bj 

Knaa 

Flying 

Knaa Drop 

F a| -*watp 

Knaa 

Knae 

I* 

Ltfl Craw 

tight Cron 

Right Crow* 

Kighi Cronfl 

Shark Bit a 

F 

Elk aw 

f Jumping 

%# Punch 

Laf! Hand 

EH jw 

Elbow 



•\* 

%♦# 

♦ 

• 

♦ 


Roundhouaa 

• Front Kir* 




A 

Kick 

** Okie Kick 

Foct Hilda 

filda Kick 

Hr*ori Butt 

B 

Oda Kirk 

♦ Front Kick 

Circular 

Front 

Front 


** Krv*. 

Foot Uwaap 

Wnn Kick 

Ohio Kick 

X 

Spinning 

Ovarhaod 

Uppar 

Spinning 

Ohouldir 


Bn Qtaff 

Bn QiafT 

fin filaff Rwir^j 

Bo tttnrf 

Throw 

Y 

Elhnw 

Cl da 

Rtaff 

Jak 

El Sow 

Elbow 



•\- 


n 

i^H 

* 

A 

Rflundhouaa 

Klok 

® Front Kick 

* * SMa Kick 

Footalld# 

(Long) 

ftda Kick 

fipinnlnfl 

Throw 

B 

ft 4a Klok 

♦ Front Kick 
**Kn*. 

FcotaMa 

(Ohort) 

0>di Kick 

ftd. Kink 

X 

Nuncbokua 

Owing 

Nunchikua 

Chop 

Upper 

Nunchakua 

Owing 

Ovarhond 

Nunchakuc 

Gw»nc 

Ohouldfr 

Throw 

Y 

Right 

Cron 

Nunchakua 

Owing 

MkJ Katana 
Owing 

Right Cro*e 

Right Cnr* 












































































TMNT: TOURNAMENT 
FIGHTERS 


If vou sei the Game 
Level lo 3 or above, 
your Iasi fight in iIk 
tournament will be 
with Karai Setting it 
below 3 isn’t enough 
ol d challenge for 
Karat to even show 
his face. Rat King will 
end tl 


Doubla 

Front K:ck 


Doubl* 
Fmnl Kick 


Knii»/Fr» 1 nf 

Kick Cnmbn 


From 
fufrrn BfnP 


Downward 
Won fllcb 


Bumers*uit 

Throw 


U«voni 

fctbow Drop 


Foranrm 


Bpinrur. 
i.atk Kick 


'ipinnlnp 

fick Krck 


Downwards 

Punch 


tfrfoctwjrm mtficitttf fur ih§ moves im tfte 
chans Assumes thot your chases character ts 
the latt ond your* epiwssnt sn the nght 
A cuds with no srrow attached refresents 
• seutroJ Control Pod position. 


ATTACK AVOIDANCE 

s War Is doim* to these photos, it’s often best to 
jufflpifwer ">n enemies’ special attack moves 


Mitoy gives Chroma Oamt tht of ons-twu with « 4«<wini kick ami a sliding 
task kick ifttr he Issds. This combination can be difficult to difsni 


ASKA 


SMOOTH MOVES! 


There are moves requiring you to,press one Button 
while holding the Control Pad in one direction. 


1 ♦ 

I • 

Circular 
f. Swa*^ 

Kn«a/Frant 1 
Kick C*mbu I 

Foot Bwttg 

- j 

Tnlon filjjp 

Inlon ftJnp 

Tolr.n GJtp 

Fort arm 
Punch 




•\* 

Q 


j A 

Bide Kit-k 

a it Kick 

Foc4 fiwtap 1 

|H flb>n Kick 

fcda Kick 

Fool Owttp 1 

X 

F r 80t Pur.ch 

^ Punch 

Ptlm Punch 

Fronl Punch 1 

Y 

Jnk 

♦ Punch 

Palm Punch 

\ 

Fronl Pur h 1 



•\+ , 


| * 

♦ 

1 

A 

• bJl Kick 
U***J 

♦ ♦ Hip Shot 

Fr*nf Kick 

Fool I'liiJt 
(Lon*) 

Hi||h Fronl Kick 

L 

Hl| flhnl 

B 

8rdi K«k 
(tJhort) 

BpJH Knti 

Ft>o1 Sfcdt 
(Short) 

Knt* 

Knnt 

X 

Upper Frunl 

Punch 

Chap 


i-uiJjfnt 

FI bow 

Fjc« fmtth 1 

Y 

Fr nf Punch 

Chop 

\ 

Fr«nl Punch 

1 _1 

Front Punch | 

From fur-chl 




•\* 

%♦# 

♦ 

♦ 

w 1 

A 

Extandad 
• jit Kick 

• Side Kick 

FiltnJt j 
kdt Kick 

Extandad 
TJd* Kick 

QnuW* Knt* 

Dow’ It Kntt 1 

B 

_.Jt Kick 

•id* Kick 
** Fo®t 3am 

Fool 

Kn*« 

Kntt 

X 

9 Extandni 

Upparcut 
* U^ptrcut 

Doukl* Punch 

Extandad 
Front PunaW 

Upparcut 

•ody ttJtm 

Y 

Fronl Punch 

Jumping 

Downward 

Pltafch 

Front Punch 1 

Jp^ur Cut I 

k>ipid Puncnl 



l*\- 


♦ 

♦ 

•* 

A 

Har island 
3pm 

Jumping 

Fda Kick* 
e High flaw 

• |ual tpm 

Handstand 

y I f i 

• 

Htn 1st anrl 

•pin 

B 

Front Kick 

Jumpini 

6. It Kika 

* High 0 1 >* 

Foot 1w»*p 

Fronl Kick 

Front K.»k 

X 

Stomach 

Punch 

Jumping 

Downwar < 
Punch 

F »nl Punch 

Upptr Cut 

•ciwff Ham 

Y 

Fit jw 

♦ Chop 

** Elbow 

Front Punch 

Upptr Cut 

■land f ucke» 
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LITAIRE 




Super Solitaire proves th it you don’t need i full deck of 
cards to have fun. The game shuffles, deals, and turns 
over the cards while challenging you to a dozen varia¬ 
tions of the world’s most popular card games. 


* K*r i totomat? into (L 


Language Barrier 



A Classic 



Super Solitaire includes many different games. If you arc 
unfamiliar with a certain style, you can access a help 
screen that will teach you the rules of the game. As an 
added bonus, you can 
get on-screen instruc¬ 
tions in any of five 
languages: English, 

French, German, Ital¬ 
ian, or Spanish This is 
truly a game of global 
proportions. 


Solitaire requires a sharp eye and a head for numbers. 
You also have to know the rules of the game, which is 
where Super Solitaire has the winning hand. The Help 
option explains the rules to all twelve variations of Soli¬ 
taire Help lets you explore every possible move. If you 
mess up. Undo it or choose Redeal. Or maybe you just 
want to think about a tricky layout overnight. In that 
case, the password lets you save your current progress. 
You can also set the number of Draws—how many times 
you are allowed to turn over the pile—and Flip, which 
sets the number of cards turned over at a time. 



Mouse Control 


The Super NES mouse is definitely the controller of 
choice for Super Solitaire While playing, you will 
need to move the cursor around the screen a lot 
While the standard Super NHS Controller works just 
fine, it is easy to see that the mouse makes Super 

Solitaire much _ 

easier to play. 
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This go m gels its 
n8m8 from the 
holding 'cell whore 
u con store cards 
or latsr 


The only clubs you 
need in this game 
are the ones that 
you find in your 
deck of cards. 


12 Games To Choose From 


There are many ways to play Solitaire, and 
everybody seems to have a favorttc. The 
only thtng that remains constant is that 
most people can't stand to have someone 


peertng over their shoulder as they 
Try these games in the privacy of your own 
Super NES. 


Klondike Free Cell 


This is probably ths 
most popular ond 
most widely played 
vwsion of Solitaire. 


Cruel 


It’s not as mean a 
game ss the title 
implies. Try to get 
all of the cards to 
the top 



Pyramid 


Match up c&mbine 
turns of cards that 
edd up to 13 ond 
dear the board 



Stonewall 


Try to expose the 
cards that are face 
down and build up 
ihe four foundation 
piles 



Dozen't Matter Aces Up 


Florentine 


ft u must build the 
12 base piles up to 
e certain number 


mm** 



¥ Tf 


Four cards at e time 
ere dealt Uncover 
the four aces hy 
removing lower 
value cards. 



There is e 
foundation pile tn 
each corner Your 
mission’ Fill 'em upl 



Poker 


Canfield 


Make poker hands 
out of the cards 
provided end go for 
tha highest scot 
possible. 



The hardest thing in 
this game is getting 
the four foundation 
piles started 



Scorpion 


It takas a lot of 
strategy to complete 
this game without 
getting stung 




Tournament 


In the Tournament Mode, you will go through all 
12 Solitaire games The tough part is that there ts 
a time limit If you aren't done when your time 
runs out. you automatically go on to the next game. 
You must play fast and get high scores to do well 
It’s really tough to race against the clock. Keep 
your cool. 
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From AqtNT #201 

Twin Wrestlers 


You can use thts code to set up a match with identical 
wrestlers or make a lag team of twins. On the Selection 
Screen, press the L Button to stop the WWF logo tn the 
background from movtng. Carefully hold both the L and 
R Buttons wtthout making the logo move again. While 
holding the buttons, press the Select Button. Now you 
can select any wrestler twtcc 


Hold L and R, then press Select. 



On the Selection Screen press the L Ccrrfully hold both the Land R 
Button to stop the WWF logo from , A Buttons, so the logo doesn't move 
moving 



| tONIC.m’S MA1CH 1 

i 



While you re holding the buttons, 
press SoIqcL then you enn choose 
•ny wrestler Twice 


This code works groat in either a One 
on-Qni or a Tag Teem match 


Super Punch Mode 

You can gtve your Punch a little extra wallop by enter¬ 
ing this code when you first start a new game. After turn¬ 
ing on the power, wait unttl the copyright information 
begtns to fade, then press B and Y at the same ttme You 
will hear a grunt if the code ts entered correctly. 

---;. . . » V T “ - . . 



While the LJN logo is fading, press B 
andY. 


0k 



While tho UN logo is fading press B If you hour r< grunt, your charecters 
And Y will br r blr to pprformthp Super 

Punchl 



From AqtNT #884 

Same Player Code 


This great code, sent in by Agent #884. will let you play 
a two-player game where both players arc using the 
same character To enter the code, start a new game, 
then wait for the opentng sequence to finish and the Title 
Screen to appear (don't press Start). On Controller I, 
press Down, Down, Up. Up. Rtghl, Left, Right. Left. L. 
then R. If you enter the code correctly, the Title Screen 
should turn blue If you select a two-player game, then 
press Start. Both players wtll be able to select the same 
player 

On the Title Screen: Down, Down, Up, 
Up, Right, Left, Right, Left, L, then R. 




w 

P AMT JTAMT 

art i m mnht 







I 


If you entsr the code correctly the 
Till© Semen beckground will turn blue 


During 9 two pleyur gome, both play¬ 
ers will be able to select the same 
character 
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From AqENT #115 

LeveS Select 

This code will allow you lostart the game at any stage of 
the game When you first turn on the power, wait until 
the •'Veediofs" logo starts fading on the screen, then 
enter the code. On Controller I, press L, R, A, L. R, L. B, 
R. then X before the logo is completely formed. Select 
any stage, then press Start to begin. 


Select the Saved Game option lo 
eccess the Password Scroen 


n Enter G6CH4228 as your password, 
; then press the Start Button 


On the Title Screen, press L, R, A, L, R, 
L, R, R, then X. 


The Bonus Mission may prove difficult 
wrth over 33 largets to destroy 


Compile the mission and you can gel 
ovor 125,000 points! 




Getting to the teler stages of the game When the* Title Scraen first sttrtsio 
can be frustrating for some players •ppear. enter the code above 


From AqENT #648 

Invincibility Code 


First enter the Debug Code at the Title Screen by press¬ 
ing A 4 times, X, B 4 times. Y. X 4 times, A. Y 4 times 
and B on Controller 1. While you arc playing through 
any side-scroll mg stage on Controller II. hold Select then 
press and hold A, B, X, and Y, When you release all the 
buttons, you will be invincible for the rest of the stage. 




You must eitler lhe enlir? codf- before 
the '‘Voediots" fully forms 


If you enter the code correctly, you 
cen start the geme on any siege you 
want. 


From AqENT #572 

Secret Mission 

Our agents have found a special password that will allow 
you to fly against the enemy in a secret mission. Selecl 
the Saved Game option to pull up the Password Screen. 
Enter G6CH4228 as your password, then press Start. 
The screen will read '"Bonus Mission'* and the map of an 
island will appear. This mission is very difficult with 
over 30 targets to destroy! 


At thaTrtlu Screen, enter tho Debug Euler thi rest of the code while you 
Code thai first appeared in Volume H * are pleying in one of the side scrolling 

stapes with Controller H 


Hold Selecl, then press tnd Hold A, B. Whan you finish the stage, lhe gome 
X r and Y Release the buttons end will continue* es normal unless you 
you're invincible ro enter lho code 
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7i yiJOW 1 Hi to vfcl X n offU i»tl u i>£ TUflT Tiola KigTit orftant Fa It eft anfl TfT. 
but don’t want to wait try this tnck Demo Serf *n will »pp m 
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tUdUtUa 


#t mmm J 

Cut«iM 

All I */?*. 

CfPBrifH 1**3 t^^CMric 
[iCCtMd fc« WNTCTW 




Now you can control the character m 
the opening scene 


tin flioTTTIe Screen, choose The piss While you* /re on The Pisswofb 
word option, then press the St*rt Screen, enter the End Crfdrts pass- 
Button word 
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3 From AqENT #919 


Special Passwords 

Our Agents tn the field have found these great bonus 
passwords for ActRaiscr 2 that will let you access secret 
modes of the game Normally, when you turn on the 
game your character wtll demonstrate his fighting and 
flying abilities on the demo screen. It you set the diffi¬ 
culty level at Hard, then enter BJQX YRKC DLSZ as 
your password, you can play the Demo Screen. 

Play the Demo: BJQX YRKC DLSZ 

End Credits: MTkM SkTk HNSH 


Press the Select Button to switch The programmers will oppeor in o 

screens when you need to enter e cartoon, showing you whnt they did 

lower cosr letter m the game 


When you first turn on the game, your On the T rtla Sc men, choose the pass- 

cherecter will Tight through the Demo ^word option then press the Start 
Screen «■/' Button 


This second secret password will let you access the 
Credits Screen and view all of the programmers’ names 
On the continue screen, enter MTkM SkTk HNSH as 
your password, and the screen will automatically switch 
to the credits. 


Key in tho possword PXRCtly f s it is 
printed nhove, then press the Start 
Button 


From AqENT #941 

Erase All Data 


Metal Combat: Falcon s Revenge will normally keep 
track of the best Clear Times and scores, even if you turn 
off the memory Use thts code to clear out the memory, 
so you can start the game fresh On the Title Screen, 
press Up, Up, Down, Down, L, R. L. then R If you enter 
the code correctly, the Cleared Back-up Data Screen will 
appear 


frjir 


Normtlly, tho game will ketp track of On the Title Screen press Up, Up, 
your best Clftr Times and scores Oown, Oown, L, R, L, then R to clear 

the memory 

The simple tnck will allow you to jump straight to the 
Demo Screen, rather than wait for the Title Screen to 
change. If you hold Right on Controller I when the Title 
Screen appears, the screen will swttch immediately. 
































From Accent #202 

Bonus Levels 

Normally, when you play Mighty Final Fight as Cody or 
Guy you will begin the game with one strength level, but 
you can quickly boost their levels with this trick. Start a 
new game and select Haggar as your fighter. When you 
encounter your enemies, quickly allow yourself to be 
defeated all three times. When you continue your game, 
select either of the other two players, and they will begin 
with Haggar’s strength levels. 


1 


Bifore you conlinua lho gsma prass 
the A Button sight times,then press 
Start 


Jf you bcal th« computer il Hypsr 
Tennis, you II continue lho normal 
go mo with 20 livas 





From AqENT #888 

Quick End 

Sometimes a player can become trapped in the mazes of the 
original Metroid without any escape Instead of resetting 
the game, the code will allow you to access the password 
screen On Controller I, press Start to pause the game 
While the game is paused, press Up and A on Controller II. 


Start the pama os Haggar, then lot 
yoursolf bp defealad by the Emmies 


Whan you continue lha gnme, saloci 
Guy or Cody, and you will have two 
extra lavolsl 




From AqENT #560 
Hyper Tennis 

This strange code allows you lo play Hyper Tennis, a 
game that plays exactly like the classic game Pong Start 
a game, then lose all of your lives On the Continue 
Screen, leave the cursor next to Continue, press the A 
Button eight limes, then press Start. The screen will 
switch to the hidden game, where you can select a one* 
or two-player game. If you beat the computer, you will 
continue Super Spy Hunter with 20 extra lives 


Somptimase player can a*l stuck in Normally, you will mad Id pross rtsat. 
the caverns without any escape ^^than anlar an old password 



) 


> 


Press Start on Controller I lo pousc 
thn gime then press Up and A on 
Controller H 


Now you can omor a new password 
that starts you further In tha game 


t] 

H 

11 
A 


y] 


SECRET AGENTS WANTED 


A popular activity among Nintendo game 
players is developing tips and strategies, if 
you would like to share your own special tips 
with us, send them in! Choose your own 
three-digit agent number and be sure to 
include it with your codes. 


Our Address is- 
Nintendo Power 
Classified Information 
P.O. Box 97033 
Redmond, WA 
98073-9733 
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In celebration of the New Yeor, two 
Bonus Pages have been included to this 
month's Clossified Information section. 



Here's o bundle of posswords to some 
of the hottest new gomes oround. Plug 
them in ond check 'em out! 


7?ccK ft’ 

ac/NC 


Having trouble getting to the later races? Use these 
passwords to jump up to the later planets in the game. 
All of these passwords are for the Warrior Level, so it 
will take high-powered skills to finish. 


Diukoim 

!B!R 

T5C5 

XSPT 

Bor,Mi he - 

7JM8 

QQCB 

9SPS 

New Mojave - 

1F08 

RSCL 

9KK2 

Nho - 

V2L8 

14BV 

92K! 

InFerno 

XWC7 

— 

HZB5 

STJ! 


l&cK n'H&U. 

acfNG 


1^7' *r*Tr*T* 

Jt u 


Select the password option end 
press Stort then solect 9 one or 
two player game 



Enter the Password that takes you 
to the plenet where you wish to 
race 


• ' • 1 



STRIKES BUff* 


■ 


DEATh HeIm CodES 


EASY; 

MEDIUM 

HARD: 


MFCL SYMC MSXF 
MFCL SYMC MSXF 
MFCL SYMC MSXF 


I| - 

ReI>eI Base 

WUWDN 

D u,ob\!« - 

PCPINMC 

Cloud Ciiy - 

INCDCRJ 

FInaI BattIe - 

INSRSCL 



The graphics and sound arc great in this game, but if 
you can’t make it past any of the bosses, you’ll miss 
out on the action' Explore any of the later areas in the 
game by entering one of the passwords below. Good 
luck, and May The Force Be With You! 




When you select the Continuo 
Mode, enter one of the six charac¬ 
ter passwords,then press Start 


nPTsr 


Enter eny of these passwords to 
skip to the later stages of the game 


Use these ActRaiser 2 passwords to try your skills 
against the evil Death Heim. Passwords for all three 
skill levels are included, so use the one that fits your 
skills. If you need to enter a lower case letter, press 
Select to access a second page of letters. Although 
these passwords don't contain them, some do 


ptjjmniagl}—"■ 







When you arc on the Password 
Screen you must press Select to 
access more letters 


These Passwords will test your 
skills egtinstthe find stage of the 
game. 
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Hi v ASS WORD §^i 

wmu 


PASS WORD 

■ m® 


ica^ 




*»w cro^unH 1 


You must enter thu cove end find 
tile tamp when you use this pass¬ 
word 


The Genic will help you out. but 
only otter you make it through his 
world 



Woitld 6 1 - 

PD.K9WL! 


M2VZ1XN6 


T?G7V5JD 

FiNAl Would - 

8VZ1XN6T 


G7FSJJHR 


4COBJIDV 




I INPUT PMtMORD 



Use this password for a great head 
stert You will begin tho gome with 
tour extra weapons 


Having troubl® beating Dr Wily s 
Tank? Here is the password that 
will get you past it 


t 


‘ T N ' . * 

: i * 4 


* 

4 • 


r k 


‘ . ^ 


- -> 


I 







iiimwimuirml 


Each of the passwords in Disney s Aladdin require you 10 
line up four of the character's pictures in the correct order. 
These passwords will let you explore some of the different 
areas of the game This is just a small sample, so keep on 
playing' 


r ss worn* SsW 


pass worn* *** 


v- as mm 


i£ si 






in*’ 


JaFor’s cestte is full of obstacles 
that bar your way Test your skills 
with this password 


Defoat JeFor for the final time with 
this password Thu end of tho game 
is near! 


Fir- N Icc by Tecmo is a puzzling game that can frustrate 
even the best players. If you find the early level too easy, 
you can skip to the more difficult Worlds by entering either 
of these passwords. Warning’ The last levels of the game 
arc vety tough I 




When you first begin playing, select 
the Continue Mode to access the 
Password Scroon 


Use these passwords to access the 
more difficult Worlds in the game 


ITicsc passwords will help you along the way in your 
fight to fintsh off Dr. Wily. To input a password, go to 
the Continue Screen and match the screen grid to one 
of the photos below. Each of these passwords will 
also add extra weapons to your arsenal. With this kind 
of help, Dr. Wily doesn’t stand a chance. 




Here are e couple more weapons 
to help you along the way Voifre 
elmost fimshad! 


Dr Wily ib nil that stands between 
you end victory when you use this 
pessword 




I I * 
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A PARTY! 
IT'S AN 
INVITATION 

TO.. 


/ 


/ 


.Let's party! 
Come celebrate 
my birthday 
next Sunday! 
I3e tkere or 
be square! 

tnceAA. 

^toZcUtMt^X 


ft 


...PRINCESS 

TOADSTOOL'S 

BIR THO A Y BASH! 


S’.. 
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LOOK'A 

SAMUS POLL / 

IT'S 60000 CUTE / 
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SOLD OUT?!! 

WHAT DO YOU 

MEAN?/ 


I TOYS I 


SOME GUY? 
WHAT DID HE 
LOOK LIKE? 


WELL, HE HAP A 
BIG BLACK 
MOUSTACHE, LIKE 
YOURS, ANP. 


SORRY, PUPE. 
SOME GUY 
JUST. . 




SHEESH ' 
TWO 
WEIRPOS 
IN ONE PAY' 
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THE FOLLOWING 
S UNO.AY... 


KNEW 

IT/ 



THE OL' 

6 WfTCHEROOf 
IT'S PAY BACK 


MEANWHILE, THE TO APS ARE BUSY 
DECORATING FOR THE BIRTHDAY BASH... 
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UH ...£R... 
MARIO WOULD 
LOVE TO 
_ HELP... S 


I REALLY 
NEED YOUR 
HELP/ 


WAR!O/ CAN 
YOU GIVE ME 
A HANP ? 


THERE! 
THAT'S 
PERFECT! 


HAPPy SIBTHDAy 
PRIHCE//I 


THE GUESTS ARE 
HERE/ MARIO, WOULD 
YOU GET THE DOOR? 


ARE YOU 
DONE y£T?! 


ALL RIGHT, 
ALL RIGHT . 
I'LL GET 


HA! 

NOW'S MY 

CHANCE! 




GO RIGHT 
AHEAD/ 


CAN I 
OPEN IT 

NOW? 
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THANK YOU / 

IT'S THE 

PERFECT PRESENT/ 


my 

MOUSTACHE 
LOOKS LIKE 

THAT??? 


A GUY 
WITH A 

/MOUSTACHE 


OH, LUIGI / 
IT'S EXACTLY 
WHAT X 
WANTED! 






















































GAMES THAT NEVER MADE 

IT TO AMERICA 


Although games are now being developed in many different countries, in the ear¬ 
ly days of the video game industry, they came almost exclusively from Japanese 
designers. You might be surprised to hear about some of the Japanese games 
that, for one reason or another, were never introduced here. 


U.S. Presidential Election 


Many people in Japan are fascinated by the U S. political 
system—so much so that one company actually produced a 
game based on the 1988 presidential campaign. The game 
helps to sort out how our sometimes complicated political 

system actually 
works. It starts with 
several candidates 
traveling across the 
country, speaking 
about the issues and 
drumming up support. 
It outlines the various 









SP 


candidates' positions and 
follows them through the 
primary elections that lead 
to the national convention. 

Although based on the real 

candidates, the names used arc slightly different from the 
real ones. In this game, the candidates are George Push, 
Pal Roberts, Michael Dakakis and Jesse Zeckson. As hap¬ 
pens in a real campaign, the 
field is narrowed at the 
national convention, where 
the two parties vote to see 
which candidate will repre¬ 
sent them on the November 
ballot. The game even 
includes information about 
the global political climate 




7" A; s-sf pm 



with an appearance by Margaret Thutchcr, who occasion¬ 
ally consults with George Push on matters of mutual inter¬ 
est to England and the U.S. 


RELEASE DATE . OCTOBER 1988 

NUMBER SOLD.65.000 

SYSTEM.FAMiCOM 

COMPANY.HECT 

=^====* COMMENTS —— - 

U S Presidential Election is certainly an innovativa game, approaching 
i complex topic in a totally new medium Evan in game form, the pro¬ 
cess is complicated, though Players must wade through Jots of screen 
text on the wey to thf final vote 


THE GAME DESIGNER 


Judging from the huge quantity of mail that we get from 
aspiring game designers, this Game Designer Workshop 
would be a big hit around here. It takes a baste three-stage 

space shoot-’em-up 
format and lets play¬ 
ers call all the shots 
They can either opt to 
play the standard 
game that comes on 
the Pak or design 
their own games to 
play. Players use 
grids, just as the pro- 
fessionals do, to 
design their own 
spaceships, enemies, weapons, backgrounds and maps 
They can make objects of varying sizes using grids of 16 x 
16. 32 x 32 or 48 x 48 squares. They determine how 
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weapons will explode, how objects will move on the map, 
and when they're finished with the action, they can choose 
from Ihrcc types of background music, if they don 't like 
any of Ihe pre-composed lunes* they can write iheir own 
music to accompany their games. After all ihe action and 


music is in place, players can 
games and design their own 



come up with names for their 
title screens And in the end, 
they can even wrile their 
own staff credits to run at 
the end of their games. 
They can see iheir own 
names scroll across ihe 
small screen as director, 
designer or composer, fit¬ 
ting ends for iheir master¬ 
pieces 



IMMM 
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RELEASE DATE . OCTOBER 1991 

NUMBER SOLD.50.000 

SYSTEM.FAM1COM 

COMPANY.ATHENA CO., LTD. 

. COMME NTS - 

Although the Actual game play is limited to a standard, three-stage 
space shooter, players everywhere seem to be fascinated by the 
prospect of designing their own games This designer workshop lets 
them see some of the steps involved in the real process 


MYSTERY NOVEL 


This unusual game is a graphic mystery novel that lets ihe 
player actually determine the palh that the plot lakes in 
places Slower paced than most American games, this sto¬ 
ry is lold in screen 
text accompanied 
by graphic sound 
that not only sets 
the mood of ihe 
mystery, it tells 
the story. As the 
story opens, a cou¬ 
ple is driving on a 
dark, stormy night. 
(You know that 
it's dark and 
stormy because 



. . *-3*,Ca 

r *-5v,’5^ me ... j 
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you see lighlning 
split ihe black sky 
and hear the deafen¬ 
ing roar of thunder ) 

Suddenly, you hear a 
horrifying screech of 
tires on wet pave¬ 
ment as the car 
careens out of con¬ 
trol and crashes into 
a tree. Though both 
passengers survive with minor injuries, no one passes by to 
come to their aid What do they do now. wail for help or 
walk to ihe mysterious old house nearby? If they approach 

the creaky, old house, 
they notice that it 
appears to be aban¬ 
doned. What do they do 
now. return to the car or 
ring the boll? No one 
answers the door, but 
the old wood will give 
easily should they 
decide to kick it in If 
they enter and call out. 
there will be no answer, but beings seem to lurk in ihe 
shadows, and they can hear soft footsteps follow them 
down the darkened corridors. Whose footsteps can they 
be...and why would the house's inhabitants hide from the 
hapless couple? As the 
mystery plays itself out. 
you decide whether ihe 
couple should investi¬ 
gate further or Dee into 
the stormy darkness 
outside. One warning 
they can run. but they 
can’t hide. The truth 
will come out, and it 
will certainly surprise. 
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RELEASE DATE . March 1992 

NUMBER SOLD.85,00ft 

SYSTEM.SUPER FAMICOM 

COMPANY.CHUN SOFT 

- COMMENTS - 

To American gamers who hove mad* fast-action games the biggest 
sellers, the concept of a video mystery novel would seem quite foreign 
The experienced Japanese players we talked to thought it was an inter¬ 
esting change and commented that the great sound made the game 
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BAR CODE BATTLE 


LEGEND OF THE FIRE EMBLEM 



Bar codes, those small, black and white lines, hold all 
sorts of information that can be read by computer scanners. 
You’ve seen them at work in grocery stores and other 
places where information must be processed quickly. In 
Japan, they're at work in video games. The Bar Code Boy 

Set 2 comes with a bar code 
scanner, a Monster Maker 
Game Pak. and two charac¬ 
ter data cards Although 
Monster Maker is also an 
RPG, it has a Battle Mode 

that lets two 


players enter bar codes and 
then go head-to-head in bat¬ 
tle. The codes they enter 
determine their players' 

Hit Points, Magic 
Points, Attack Points, 
Defense Points and 
Experience Levels, After 
entering the codes, the players 
sit back to sec whose character 
will overcome. The scanner 
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reads any bar code, not just the ones on game cards, so the 
challenge is in trying out lots of codes to find one that will 
yield the most powerful character. (Parents across the 
country who’vc found holes where bar codes have been cut 
out of every cereal and chip package m the house must 

really love this game!) 
The scanner is also 
compatible with auto 
and horse racing games 
available in Japan 
Players of those games 
search out codes that 


will give them the 
fastest car or horse. 


Legend of the Fire Emblem is a game that combines ele¬ 
ments of strategy and role playing in a fantasy setting 
Dragons and knights populate the Fire Emblem world. As 
is true in traditional Role Playing Games, you activate 
pull-down menus to perform many of the actions possible 

in the game. For 
example, you 
must approach 
people and char¬ 
acters and use the 
Talk command to 
speak to them. 
What's different, 
though, from 
average RPGs is 
that instead of 
having a single 





party that moves with you, 
you have units that you can 
control in order to gain ter¬ 
ritory You command them 
to move, and after you give 
your command, you'll see 
them take up their positions 
by marching into place. 

You can move from area to 

area, strategically placing your units to block your ene¬ 
mies* moves and gain control of the region Most other 
action is in side-scrolling one-on-one fighting sequences. 
Although it’s not a 
blockbuster title, it 
is very popular 
among Japanese 
players who have 
cut their teeth on 
computer games. It 
has an interesting 
story line with an 
emphasis on strate¬ 
gy- 



RELEASE DATE.DECEMBER 1992 

NUMBER SOLD.35,000 

SYSTEM.GAME BOY 

COMPANY.NAMCO/SOFEL 

■ COMMENTS ■ 

The concept of customizing a game using bar codes is intriguing, end 
players really scramble to find those killer codes Bar code scanners 
are atso available for the Famicom and Super Fnmicam in Japan, but the 
number of compatible titles and venety of play is limited 


RELEASE DATE.DECEMBER 1991 

NUMBER SOLD.120,000 

SYSTEM.FAMICOM 

COMPANY.NINTENDO 

- - ~ - COMMENTS —-- 

Legond of the Fire Emblem offers o different kind of pley experience, 
one that computer gemers would probably like Nintendo Company 
Limited plans to roleeso a Super Famicom version sometime next year, 
but no plans have been announced to bnng the game to North Amarica 
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PACHINKO 


MINDSEEKER 



Pachinko, a pinball-type game, is very popular in Japan— 
so popular, in fact, that most towns have Pachinko Parlors 
where people gather to try their luck. Instead of lying rela¬ 
tively flat, as a pinball 
table does. the 
Pachinko table stands 
upright. To set the ball 
into play, the player 
sets an adjustable dial 
that controls the speed 
of the ball. The ball 
shoots to the top of the 
play area and can fall 


into holes and hit pegs on its 
way back down to score points 
and win additional balls. 
Players can use the balls they 
win to play again, or they can 
choose to redeem them for a 
variety of prizes Because it's a 
game of chance, the Pachinko 
played in parlors is for adults 
only. The home version, of 
course, is available to players 
of all ages but seems to appeal 
mostly to adults. 








According to Mindseeker, you can increase your psychic 
powers by practicing the exercises presented by the game, 
which was designed with the help of a well-known 
Japanese psychic Before you start the psychic adventure, 
you'll be encouraged to practice some breathing exercises 
designed to help you relax, then you'll try some prelimi¬ 
nary card-matching exercises that make you concentrate 
your mental powers on identifying shapes that arc alike. 



As your concentration abilities increase, so should the 
number of matches you're able to make. After honing 
your powers in the practice mode, you’ll move on to more 
advanced techniques, but there's a trick to saving your 
progress; you have to be able to sense which slot on the 
Psycho Writer the Save Cartridge fits into before you can 
successfully save and move on. 






RELEASE DATE . MARCH 1993 

NUMBER SOLD.60,000 

SYSTEM......Super Famicom 

COMPANY.... . .Coconuts Japan 

— COMMENTS — 

Pachinko parlors hove become tremendously popular in Japan. where 
linossomgtimes form Iona before the doors open The home version 
dso appeals to the adults who ploy the game at Pachinko Parlors—and 
to kids who era too young to get in 


RELEASE DATE . APRIL 1989 

NUMBER SOLD.45,000 

SYSTEM.FAMICOM 

COMPANY.NAMCO 

. COMMENTS - 

As hard as wa conctntrate, we carrt imagine that Mindseeker would 
find a big eudience in the North American market, where eefeon games 
ore the b-q sellers, a game that's as slow-moving os this ono would be 
hard pressed to compote We think 
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MOTHER 


ULTRA QUIZ ACROSS 
AMERICA 


Mother is a typical RPG in that it has lots of pop-up menus 
for talking to people, reading signs, equipping weapons and 
battling enemies. What's unusual about it is that it has a 
rosier of off-beat. fncndlv-looking enemies, such as a ‘53 


MOTHER 




IU1« 




Buickt a gooly teenager and a smoking crow. Some big 
stars in the video game industry worked on the game 
Shigerata Itoi. a famous writer, came up with the story, and 
Shinbo Minami. a well-known illustrator, created the char¬ 
acters. who are young, lively 
and very curious. Developers 
designed the game with 
young RPG players in mind, 
and there arc lots of those in 
Japan. The RPG category 
dominates the Japanese mar¬ 
ket. To gtve just one example, 
the Dragon Warrior and Final 
Fantasy scries arc so popular that tncredible lines form out¬ 
side stores that are due 10 receive shipments of the latest 

installments. RPGs aren’t 
as popular here, though. 
Although Dragon Warrior 
sold well in the U S.. its 
sales here didn't compare 
to sales in Japan, so plans 
to release Mother here— 
under the name 
“Earthbound”—were put 
on hold. Super Mother— 
the eagerly awaited 
sequel— ts coming soon to the Super Famicom in Japan; 
only time will tell whether we’ll ever see a version of 
Mother here in the states. 
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RELEASE DATE.MAY 1989 

NUMBER SOLD.150,000 

SYSTEM.FAMICOM 

COMPANY.NINTENDO 

- COMME NTS - 

Although it doesn't boast tho huge sales that RPGs such as the Dragon 
Warrior and Final Fantasy series did. Mother has been very popular in 
Japan, nevertheless 


Television shows that let the audience lake part in embar¬ 
rassing situations are extremely popular in Japan. One of 
the best-liked is Ultra Quiz, an annual quiz show that starts 

in the Tokyo Dome 
and tours a set route, 
with each installment 
being Filmed in a dif¬ 
ferent location. To 
start, a huge crowd 
gathers at the Dome 
Half of that crowd is 
eliminated, and the 
rest lollows the show 
to the next destina¬ 
tion. At each location, half of the crowd is eliminated by 
one of several—often 
bizarre—methods. The 
quiz sometimes chal¬ 
lenges physical ability, 
sometimes tests knowl¬ 
edge and sometimes 
relies purely on luck— 
they’ve been known to 
determine the winners by 
playing Rock, Paper and 

Scissors. Winners move on, while losers are out of luck 
and on planes heading for home. The prize? It’s sometimes 

great, sometimes not. and 
nobody knows what it is 
until that week’s winners 
are named The video game, 
UltTa Quiz Across America, 
follows the same route 
across the U.S.that the 
show actually used. It starts 
on the West Coast and 
works its way to the Statue 
of Liberty in New York City. The television show is a hit. 
and so is the game, selling more than 110.000 Paks. 






RELEASE DATE . OCTOBER 1991 

NUMBER SOLD.70,000 

SYSTEM.SUPER FAMICOM 

COMPANY.TOMY 

- COMMENTS " 

Making a fool of ourselvos on television isn't as popular a pastime hare 
as it is m Jap6n, but we do h-ive our moments (Double Dare and Studs 
leap to mind) Experiencing game show excitement by playing a video 
game instead of a ppeanng on national TV has its appeal 
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DRAGON BALLZ II 


FINAL FANTASY II, III, V 


The artist who created the characters for Dragon Wamor 
drew the ones for the Dragon Ballz games. Dragon Baliz 
II is a tournament simulation, while Dragon Ballz III, for 
the Super Famicom, is head-to-head street Fighting action. 



DRAGON WARRIOR V 


The Fifth game in this hugely popular series hasn't made its 
way to North America yet, but it’s been out for about a 
year in Japan. Although the setting is similar to those of 
the previous games in the series, this one looks different 
because it's the First one made For the 16-bit system. Even 
though Dragon Wamor games have been around for years, 
their popularity is still growing 



POLITICAL MAH JONG 
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Now here’s an interesting 
concept: Work your way to 
the top in politics by winning 
Mah Jong matches. This 
game lets you choose one of 
several political figures, all 
who look like real politicians 
and who have names that are 
very similar to the real per¬ 
son’s name, and work your 

way to the presidency by beating other politicians at the 
classic strategy tile game. There are probably worse ways 
to choose a leader. 


***** 

aar amnaBmfiRMiuB 


Although the first U. S. Final Fantasy title came from 
Nintendo, they all have been developed by Square Soft. 
.The game Square published here as FF 11 was Japan’s FF 
IV, but games known as FF II and 111 in Japan have never 
been released here FF V, a 16-bit title, is selling even bet¬ 
ter than the ultra-hot Dragon Warrior V in Japan. It will be 
available here as Final Fantasy DI late in ‘94 



SHOGI / IGO 



Shogi and lgo arc traditional board games that have a large 
following in Japan, where the best professional players 
earn national rankings. The Famicom game includes real 
pro players (who are actually called by their real names) 
and offers match and tournament play. It’s especially wcll- 
liked by adult players, who spend more lime indoors than 
their North American counterparts do 


PACHINKO AND SLOTS 


One casino-type Pak pairs 
two games of chance, 
Pachinko and Slot 
Machines It’s great for 
players who want the thrill 
of gambling without the risk 
of losing real cash. It’s a 
classic combo for at-home 
gamblers. 



THE REST OF THE PAKS 


Our list of games available in Japan but not around here is 
far from complete, but it does give you an idea of what dif¬ 
ferences you’ll find in the various markets. In general, 
players here like games thai are action-oriented, while 
Japanese players seem to prefer longer, more involving 
games such as RPGs. Perhaps we’ll take a look at the glob¬ 
al market in a future issue to sec how our tastes compare 
worldwide. 
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5 ONLY MEMBER'S ONLY MEMBER'S ONLY MEMBER'S ONLY MEMBER'S ONLY 



The Power Index is the ultimate Soper NES quick refer- half of 1994, hove been listed here along with their vital 
ence AH the Super NES gomes that hove been released, stats. Announced titles may not be released or may be 
phis many of the gomes that ore coming out m the first delayed. Look to Nintendo Power for updates. 
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ACTION 


Game Nemo 


Company 


»■ Mttaf < 


• • 4 • • • * • • • 




ActRois«r2 .Enlx . 

Th#Add^nisF arii^f ... * ...Ocean.. ■ 

Tho Addams Family Pugstoy s Scavenger Hunt . Ocean.... 

The Adventures of Dr. Frankon.DTMC 

Aero I ho Aero-Bal . SunSoft 

Alfred tho CWckon.Mtndscape .... 

Ardy lightfoot. . AsOfware 

Asttrtx . .Boctro Brain. 

Axelay . . ..Konami 

Berbte Super Model HiTech litNVlfl 

Batman Returns Konami. 

Battletoads S Double Dragon The Ultimate Team.Tradewest. 

Battlotoads in Battloman»acs 
Setae's Kids 
Beethoven s 2nd — 

BioMeul 
Bfazeon 

The Blues Brothers. 

Bram Stoker's Drecuia . ■ 

Bubey In Claws Encounters ol the Furred Kind 
Bogs Bunny flebbu Rampage 
Captain America and the Avengers 
Chestor Cheetah Too Cool to Fod 

Chester Cheetah 2. Wild Wild Quest . 

Chopfitter III 

Chuck Rock. 

Claymates 
CWihartger 


Trodewest- ■ 

■ Mantfngo. 

. Hi Tech 
.Activision. 
Alius 


♦•HI 


• »*4 * 


Release Dote 

December 93 

.. March -92. 

. February‘93 
.. Docember93 ... 

November 93 

. . Announced. 

Announced 

. Announced . 

. September '92 

.Announced. 

Apnt*93 

.December 93 • . 

. June 93 

.December 93 • 

.Oecomber 93 

.. December 93. 
October 92 • 


»»*• 


NNIIHMM 




* 4 * * • • 




** ** * 


• • 


♦ ***■•***»• • ■ * • • 


Congo's Caper . 

Contra III: The Alien Wars.Konami. 

Cool Spot . Virgin Games 


• Titus Software.June 93. 

. Sony Image so ft.October 93 

Accolade •••'..*•*»••»•••... May *93.. 

. Sunsoft . Announced 

■ Mmdscape .. December 93 . 

Kaneko • ... December 92 

Kanoko . Announced. 

Extreme Announced 

. Sony tmagesoft .November 92 

Interplay .. Announced 

.Sony tmagesoft.October93... 

Data East May “93 • • 

.April 92. 

September 93 ■ 


4 * 



Player Info Gome Seve 


Cool Worid.. ••• •*•••••• • ......Ocean.... April *93 - ............ 

Cytoomatof- . Konami. Apnl*93 . . 

* AeAtternaltng Simultaneous 


. i. 

■ i 
i 

.2-A 

♦ 1 

. 1 




Password 
Password 
. Password 


■ Password 


• • 1 

1 

.... 1 

1 

- 2-S 

as 

.1 
. i 

1 

■ 2-S 

1 

2A.Password 

l 

... 2-S 
1 

•••• 1 

1 

.... 1 

1 

.. ..1 

2-A .Password 

.2*S 

. 1 

>4 4 4 4 # ) 

■ - • 1 

SIPES NES INDEX 1 


















































Game Name 

D-Force • • • 

Catty Duck: The Marvin Missions 
Darius 3 ♦ ■■■■ * 

Darius Twin 

Dennis the Menace. 

DmoCrty 
DrenoysAl addin 
Dragons Uir 










Company 

Roleose Deto 

Player Info' 

Gome Se 

„ Afi/ntk .... 

December *91 

. .1 



.Docember *93. 

• 4 •» a a K 


Taitrt 


. ..2-S 


•• laJtu • 

Taifo ........... 

rv nivw w ♦ f • 

. November *91. 

.2S 


fVpan.. 

... . 

... 1 


■■■ 

from . 

'Q? ...... . , 

m ■ ■ • ■ ♦ •■440*4 

... Password 

flarvtfvn . 

WUyJkVI 1H/W ¥V •••••• * • 

Novomhor *03 . . . 

... 1 ■■ 

Password 

** VflfA-Wfi • 

Data Fa'll 



. . Password 

. Renovation 

. . September®.... 

.1 





• H 


Sony Imagesoft 

. BPS- • 




Sonsoft 


Equinox 
FaceballS 
The Fomily Dog 

Firepowor 2000. 

first S^nvjffli 

Gradms III . -...Konami ... 

Gunforce ..Irom. 

Hammerin' Harry ...Irom . 


. Announced . ... 
September *92 


>•••*• f *■ 
•... 2-S 


.. Battery 


Malibu Games.June "93.1 


Novombor '92 ■ ■ 


... 2 S 


.Komco . November '93 .1 


M ft 


September '91 
November “92 
Announced 


2-A 


... 1 


Hartoys Humongous Adventure. 

Home Alone .. T’HO 

Home Atari© 2: lost m Now York.THQ 


Hi Tech.... February *93 ...... ....2-A 


t ♦ 


December HI .. . 


• * 


1 


Sony Image soft.October *92.... 

> ■> • ■■■itttiftv H(l A/JWWJ3 ScpIonilMf *91 


Octobor ‘92.1 

M ■ l 


• 4 


VicTokai 


• ■ • • * * 


November *92.1 

.1 

« » I 


Hook • « •■« 

HyporZono . 

Impemjm 

The Incrodtalo Crash Dummies.UN.October "93 ■ • 

Inspector Gadget. Hudson Soft -December® 

James Bond Jr.T*HQ.October *92.1. 

Jim Power The Lost Olmension in 3-D.. Electro Brem.December ® •• • • • •• • 1 

Joe and Mac; Covoman Ninjas .Data East.> January ‘92.2-S 

The Journey Home. Quest for the Throne . Renovation . November *93.1. 

Jungle Book.Virgin Games.Announoed..-.1 

Kendo Rage .... Seta. .November‘93.1 

Last Action Hero *... *••*.. ....Sony Imagosoft -- .... October *93... 1 

The Lawn mower Man .Storm .December®. 2-S 

Legond. Seika .Announced.2-A 

Lester the Unlikely .. DTMC-* • • Announced •••••.2-S-- 

Lethal Woapon.Ocean.December®.1 

Magic Sword. .Capcom • August *92.1 

The Magical Quest Starring Mickey Mouse.Capcom.. December ®.2-A 

Metal Mannas* • • •• • • NomcO. • •• December "93 • -• ••• •• —• 1 

Mickey's ummato Challenge .HiTech.Announced.1 

Musya The Classic Japanese Tale of Horror . Seta.. .December - ®.1. 

Out of This World.Interpiey .November®.1. 

Out to Lunch ... .. ■ Mindscape . December ‘93 ..2-A 

Paporboy2.Mlndscape.November *91.2-A. 

Phalanx . ..... Komco * »• October*92 .. ... 1 

Pink Goes to Hollywood.TecMagik .December®.1 


Password 


Password 


.... Password 


Password 

. Password 
.Password 


Password 


Piretes ol the Dark Water 
Pitfall Herry: The Mayan Adventure 
Plok .. 

Pocky & Rocky. 

Popcyo • • 

Q’Bert 3. 

ReidenTrad- • •• 

Tho Ren & Stimpy Show: Voodotsi 


•4 00*4 


Road Runner's Death Valley Rally . 

RgboCop3 ........ -........... Ocean. 

. .. Virgin Gomes 


.. SunSoft ... ... Announced..1 

... Activision.Announced.1 

. .Tradowest... ...October®.1 

... Natsume.Apnl ®.2-S 

AmericanTechnos Announoed. 2-S 

... NTVIC . October®.2-A 

. Eloctro Brain .. Apnl® . ..... .. 2-S 

...THQ.. October®.1 

... Sunsoft. November ® - .. ..-1 

. September ®.1 


RoboCop vs Terminator Virgin Gomes Decomber® .. 1.. 

Rocket Knight..Konami. Announced.1 

The Rockoloer * ............ ........ IQS • May 92..*. • * ....2-A 

Rocky & But twinkle and Fronds.T’HQ ..June ‘93.. .1 

Rocky Rodont . Irem.. September '93.1 


t f 


Password 


2 SUI’EK XKSISUEX 


* Alternating S-Simuitaneous 

























































































































Game Nemc 

Run Saber 

Skuljaggor: Revolt of the Wes&cant 

Skyblazer. 

Smert Ball. 

Soldiers of Fortune. 


Company 


Release Dete 




•Atlus -October-93 

.American So ftwodcs -..October •92 . 

- Sony Imagosoft ■ December '93. 

- Sony Imagesott.—. Morch “92. 

Spectrum Hotobyte December 93 . 




Sonic BJastman.Taito 

Spaco Mogaforca.Tobo .October 92 


Player Info’ Gome Seve 

2-S 

.2-A-—....... - Password 

. 1 

.1...Password 

■ 2- S Password 

.1 

■ 2-A . Password 


Spanky e Quest....Natsume July *92 . . 1 .Password 


. . 1 

.1 

2-S 


Sp«Jer-Man and X ■ Men Arcade's Revenge.UN. November '92.. 

Star Fox (Super FX). Nintendo.—...March93. 

Striko Gunner STG-. ...NTVIC .. August 92 

Sunset Riders...Kona mi.November 93.2-S 

Supe r Ad venture Island ...Hudson Soft . April 92 ...1 

Super Aquatic Games.. Seika ..September 93.. Z A 

f^'k° n ? Xf £ nan .Hudson Soft . November'93. .4-S (Multi-lap) Password 

Buster Bros *♦•••♦•♦ CdpCOHI MMMMMMMMM..V OCtOb^t ^2 ........... 1 

Super Castievama IV . Konami. December91 ...1 

Sup^f E.D F... Moco .January "92 .. 1 

Super Ghouls *N Ghosts...Capcom. November *91 . i 

Super Godzilla......—. . Toho...Anoouncod .. 2*A 

Sup^r James Pond. .. . American Sohworks ... July ‘93 . . .... i 

Supe^ Nove.«...T»io.December *93 .... j 

Super Putty . . .... ..US. Gold ... December^ .. .2-A 


Super R-Type .......(rent.......... September 91......1 

Super Smash TV . Acdaim . . February 92 . ..2-S 

Super Troll Island....American Softworks ... November 93.1 

Super Turncan . Seika.May 93 1 

Super Vails IV ... Atlus-.... Februery 93.1 

Super Widgo?. . . Atlus . September 93. 1 ... 

Superman. Rein Of Superman.Sunsoft.Announced. 1 

Sylvester end Twenty .. .TocMag 

Taz-Mania.Suneoft 

Teenage Mutant Ninja Turtles IV. Turtles inTime . Konami 


Terminator 2. Judgment Day 


Time Slip 
Tiny Toon Adventu 
Tom and Jerry 

Total Carnage. 

Toys 

U.N Squadron. -.. 
Universal SokJior 
The Untouchables 
Wayne s World . 
We're Back ADirx 
Wizard ot Oz 

Wdfchid.. 

Xardxxi .. .. 


• • ■ 


* A A * 


A A 


A A 


m 




i 

HIM 

TMMMl 




• ■ TocMagik. 

Announced . 


.... SunSoft ... 

Mov'SS. 


. Konami . 

August *92 .. . 

• • .2-S 

•*• iviHioscaptt 

Apn! *93 . 


UN . 

November *93 . ... 

. 1 

... Soika..... 

Juno *92. 


* VicTokai . 

November “93 . 

A A •**■+• t 

•• Konami 

February 93 . 


. Hi Tech . . 

Apnl 93 

A AA - • 2'A 

... Mafibu Games- . 

December 93 . 


"Afrsofcjto . 

AdrI '93 

k 1 

*•• Capcom 

Soptomber91 . 

1 

.1 


KIauahiKat *OQ 

f 

Octdn 

rMUVCfTlUfjT Uo 

November 93 . 

* 1 

t*mh 

• 1 nw • A a A AAAAAAitaiaaia 

April 93 

... 1 

Hi TC(rh tMt#iAa«MiMaM4»|#A* 

November 93 . 


> wOul A • AVIA.. 

...Virgin Gitmos . 

November 93 ... . 

Juna *93 .. 

.1 . 

..Asmik. 

April *92 . 

■ ■■ 1 *• 


ADVENTURE HE 


Password 


*•• •••A• Al 


Password 


—.Password 


A ■ 


- Password 
Battery 


ActRa iser. ... . Enlx November 91. ... 1 .. ... Battery 

a 2 **!*""'..*.•••••.—... ..-Acdaim August93 1 ..Password 

Arcus Odyssey .. • • .. • Renovation -... November 93 . 2-S ■ . Password 

rv ^. .... Electronic Arts - . June 93 .-.. i . Password 

..Tntfix . . November93 .-.2-S. Password 

RMhback; The Quest for Identity . US.GoW . November93 .—.. i .. Pessword 

. . Mindscape . December 92. 1 . Password 

WK>t Tf0 °P.Capcom . August '93 .. 2-S _ Password 


* A-Alternating S=Simultaneous 
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Gome Nome 


Compony 


Release Dote 


Ployor Info* Gome Seve 


JurowJc Park . . 

'The Legend of (ho Mystical Ninja .. 

The Legend of Zb Ida A Link to the Past 
Lord of tho Rings 

’MogaManX . 

Operation Logic Bomb 


kHfWi 




-Ocean.November 93.1 

Konamt . Hi>un«iuu«nu> FfttKu ; iy *92 2-S................ PfljSWOfd 

.. Nintendo.April *92.1. Battery 

.. Intorpiay.Announced...1 (Mouse) 

.. Cnpcom.December *93.1.Password 

•• jei<-co *••*•»■••••••••••«•••••»• June *93 > t 


Pnnco of Persia ••» . ■ . ........... Konarm • November "92.1 ■* ... Password 

-Socrot of Mana —.SquaroSoft. November ‘93.3- S (Multi-tap)Battery 

Shadowrun .... ....Data East •• May'93 1.Battery 

Tho Simpsons: Bad s Nightmare . Acclaim.September 92.1 

SoulBlaier ... . . Emx ■ August 92 1.Battery 

Star Trek: The Nexi Generation.Spectrum Hotobyio... • Announced.1.Password 

Super Empire Stnkes Back ... ... 

Super Mano All-Stars.Nintendo 

Super Mario World.. 

Super Me-tro d. 

Supor Ninja Boy . . . 

Super Star Wars . 

Wanderers From Ys lit . 


Zombies Ate My Neighbors. 


• t ♦ » »■ ■*•♦•** 


JVC 

Nuntfnfkj ..... .. ...... 

Octobor 93 

* ♦ ♦ ♦ ••• * l 

■ • ■■■ * t • 

.. ..Password 
B*jilwry 

i. 44 4444 4 4 444 4 4 4 44^] 1 IT 1 W 

Ninlfryki . 

. . AlKlU&t "91 

T WWW VI. " ” w W 

A A 

-■444 k.. dr 4 AA 

■ ^•1 Hvi W • • *• 

Pi ifl Tl Tt UlO .... ... . .. a 

.... Announced. 

■ ■ » ff f ■ v te ■ 

. 1 


a tee I L WW W W WWW W W W 

CijIlitrA BfrllH 

March"93 .... 

. 2-S 

„ ... Password 

VV IvtU V’ f ■ 1 1 1 

JVC . 

American Sammy ■ 
Vircnn Gamfjs . 

* ■ 1 I 1 V e v ■■■ 

, . JoruiArv'Q? 

• 1 

.. 1 

. Battery 

t f UU 1 IVV* f vt 

Announced ■ ■ 

Konami ...... .. 

9 rn II PWP HVv^ 

November 93 ■■■ 

2-S 

.Password 


[ 





EDUTAINMENT 


Captain Novolin . ■ Rey<? Systems . -November 92 

The Great Waldo Search.T*HQ .Juno •93. 

Mano Is Missing I . Mmdscape .July '93 

Mario Paint ...Nintendo.August 92 

Mano e Time Machine • ■. . . .Mmdscape •• ..•...Announced 

Rex Rooan: Expeimental Surgeon.Reye Systems.Announced .... 

Thomas the Tank Engine A Fnands •• ..T'HQ .December 93. 

Where In the World is Carmen Sendiego?.Hi Tech.June 93. 

Where in Time is Carmen Sandiego?.Hi Tech May 93 



4 4 a • ••••**••*•«•*•**** 




• • 


. Password 

(Mouse) .... Battery 
. Password 


Password 

Password 







FAMILY 




The Chossmastor .Mmdscape 

Quo » ...Parker Brother 

Family Feud •• • .Gametek 

Jeopordyl Featuring Alex Trebok......Gametek- . 

Jeopardy Sports Edition . ... Gametek 

Monopoly ...-.Parker Brother 

Rampart .Electronic Arts 


Super Caesars Palace.. . 

Vegas Stakes. 

Whool ot Fortune Ooluxo Edition . . 
Wheel of Fortune. Featuring Vanne White 


Nintendo.May '93 

-.Gametek 

.Gametek 


• ■ 


September 91 . 

2-S 


July 92 ■ ■■•■•••••••*••••*•#•*#»•*« 

6-A 


September 93. 

> 2-S 

- Password 

December 92. 

3*S 


Announced . 

3*A 



6-A 


August "92 . 

■ 2-S ■ 

.. Password 

February 93... 

• 2 A 


May 93. 

. 1 (Mouse) •. 

■ Password 


.4-A (Mouse) 

.■Battery 

Announced .. 

■ 3-A 


SCijJtUiTltXff *92 ... 

■ 3-A 




FIGHTING 


STAGE 


Allen vs Predator 

Art of Fighting. 

Brawl Brothers - 

Doomsday Wnmor. 

Fatal Fury . 


• ■ t 


•••• Activision ••* • ■ • October *93 1 

...Takaro . Novembef*93 . 2-S 

Jaleco .March *93. 2-S 

Renovation •• •*••••• March *93 .. .. 2-S.«* 

Takara ■ ••• • April 93 • • ••• •••■ ••• * •• 2*S 






■■■■ Password 


4 SLPER \ES ISIKX 


' A-Alternating $-$imultaneous 


1 

















































































































































Gome Nome 

Final Fight.. 

Final Fight 2 ■.. . 

Rival Turf!.. . 

Songoku 
Stroet Combat.. 

Super Double Dragon.. 
Ultimata Fighter 


>•4* >■«»»«•• • f 


Company 


Release Date 


Player Into* Game Save 


• A 4* 


Capcom.September "91.. . . i 

.. Capcom.—... August *93.2-S 

Jaleco............ April *92 . . .2-S 

.. Data East.- November -93.2-S 

Item. Apnl -93 . 2-S 

•• Tradewest...........August *92.2-S 

. Cuttura Brain.Novembor-93 . . 2-S. 8-A 


Password 


TOURNAMENT 


♦ Ml IMMIIAIMM Ml 


SattiaBlaza . .American Sammy ■ - • November 93 . 2-S 

way rtgmof... , .Jnlarplay .. . Docombsr 93 .. „2*S 

The Combatrlbes The Silent Mission.-.American Technos - . March *93 .2-S 

King of tha Monsters.Takara 

Mortal Kombat .Acciain 

Pit-Fighter. 

Power Moves . 

Streei Fighter II: The World 
Street Fighter |] Turbo . 

TMNTTournament Fighter... 

TuflENuff. 

lUraman Towards the Future 
World Heroes. 


• • 4 1 


i•••••••a 





• • ■ Swtambof ‘93. 


.... March *92... 

• ■ ■ t w 

. January *93. 

... 2 S 
. 2-55 

....... July 92 . . 

2-55 


■ tv 

.... Announced . 

. - 2-S 

—... November *93 . 


•*• • * October 91... «• ... 

■ 1 


. 2-S 


Password 


• a 


Password 


Password 



i 





PUZZLE 






Mil 

si 

i 

.1111111, 

11 

iii 

ll| 

Tm 

111 

rm m |»rn 

JllUlllJI 




Seta--.. ...Juno ^3.2-A 

. ^° mC0 .August-92.~.2-A .Password 

Kn^ys Super Fun House . Acclaim ..June -92. 1 . Password 

... Nintendo.Announced .1 (Mouse) 

-Taro .November 92.2 -a (Mouse).. Password 

- . - ■ Namco.*........ October 93.. .2-S.Password 

Jg???.5° ika .■■ ■■■.*Wy .2-S (Mouse).. Password 

.Spectrum Holobyta... Novamber-92.4-A 

msmacookio . BPS MHM4I I9*MmIHMM«*I«m Juno '93 .... .2-S . Password 


Mano and Wario 
On the Ball.. 
Pac-Attack . 


•• •• ■■ 


♦ ♦ » 



4 ■ 4 44 


Rrcana .HoiAmohca 

DraMthcn ........ Se*a. 

Dungeon Master .JVC. 

€ V 0: Search lor Edon.Enix...... 

Eyf of IhflBohoklof ♦ ... .- 4 * 444444 * „ Odpcocn . 

Final Fantasy II.Square Soft. 

c mal Fantasy Mystic Quest. Square Soft. 

Genghis Khan 11.Kooi. 

hndo Way ol the Ninja .Kooi . 

Lagoon •••• t •#*•*•» *•+•••*•• « IM444M444 44 44I •# .. f . Seika . 

Lost Mission .VicTokai 

Lufta and the Fortress of Doom.Taio. 

"Might and Magic II. Gates to Another World. American Sammy - 

Might and Magic 111: Isles of Terra.FCI. 

Obrtus ...... . ... .... .... BPS 


••••••■ » 


May *92. 1 .Battery 

September*91 .... *♦♦—••••.—....1 .Battery 

June *93 ■ .**..«».■. 1 . , Battery 

•My'**.1.Battery 

Announced .. • • ............. 1... ... . Battery 

November *91.i.Banary 

October "92.. . 1,. . ... Battery 

December -93.2-A Battery 

March *93 ■/ . 1 . Battery 

December-91.1.Battery 

Decomber *93... . .1 .... Battery 

Novomber-93.1.Battery 

Announced.1.Battary 

Announced.1 (Mouse).Battary 

Announced .1 ... Battery 
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Gome Name 


Company 


Release Date 


Player Info' 


Game Save 


** a 


Paladin's Quest 
The 7th Saga ... 

Speitcrah 

Ultima The Black Gate. 

Ultima Tho False Prophet •• 
Ultima The Runes of Virtue. 
Wizardry V 


AA ■ • e 


. Enlx 

..Enix . 

Ascuware •• 

>...... pci •• . 

. ■ FCI 

.Electronic Art* 

Ascuware 


• * * • I* 


. November "93.. 

... September'93. 

. December 93. . 

... Announced... -.. 

. December 93 

Announced. 

Announced 


• • * 


■ M 


* * * A 


... Battary 
...Battery 
(Mouse). ■ Password 

. Batiery 

. .Battery 
.... Battery 
.Battery 


• MM t M 




[Willi 






SIMULATION l!!!!!::!!:.::i!!!!l!!! 



t a • 


A A 


■ A 


• A • ♦•• • 


A ■ ■ ■ ■ I 


• A • 


t f ♦ t 


• A I 


Aerotnz 

desert Stnke: Return to the Gulf. 

Gemfire . 

LocfcOn . 

Mechwarrior ... ... 

P.T O: Pacific Theatre of Operations ■ ■ 

Pitotwings 
Populous 

Romance of the Three Kingdoms II. 

Romance of the Three K 1 ngdoms III-. • 

SrmAnt . . 

4&rrtCrty 

SimEarth Tho Living Planot 

Steel Talons.-.. • *. 

Super Battleship - 

Super Battkrtank2 ■ ■ •• .............. ... ..... .. 

Super Battlatank War In the Gulf 

SuptT Conflict • •*••■■■■.. ■■■ ■ ■ •• • 

Super Strike* Engle. 

Turn end Burn: fto-Ry Zbno. 

Uncharted Waters. 

Utopie. 

WerpSpoed 

W)ng Commander ■•••». • . «• ... .... 

Wing Commander. The Secret Missions 
W»ng$ 2: Acoa High. 


e A 1 


Koet ... Febnjary93 . 4 A 

Electronic Arts •..... 0ctobor92* • • •••••«••<«♦♦♦•*•♦••••»• 1 ........ 

Koei •• December '92 .2-S ■ ■■ 

Vic Tokal .... October '93 . 

Activision ■ May 93. 

Koei . September *93.2-S 

Nintendo Soptembcr91. 

Acclaim.September 91. 

K 001 May 92 .... ... 12'A 

Koei.Decemtoor'93.. .8-A. 

Max® Software.November 93 ■ ■ 

Nintendo ... September 91. 


A A 


A AAA A 


AAAA ■A 


• • • 


FCI• • • • 

Laft Field. 

Mindscapo 

Absolute 

Absolute 

Vic Tokal.. 

MicroPros# 

Absolute 

Koei . 

Jaleco... 

Accotado 

Mmdscape 

Mind scape 

Namco. 


♦ • 


A AAA 


• ♦ 


A A ■ 


February 93 

Novembor '93.. 2-S. 

Novembor 93 • 

Announced 
. Juno 92 

... March 93.2-S 

Merch 93 . 

Announced 
January 93 
September 93 ■ 

December 92 
November 92 • 

October 93 . 

.... Octobor 92... 


•■♦•••ft 


♦ ■ •• • 


t ■ MtMtfvrtM 


♦♦ 


(Mouso) ■■ 


AA A A ■ A A e AAAA •< 


(Mouse) 


■ ■ 


Battery 

Password 

Battery 

Battery 

Battery 

Password 

Password 

Battery 

Battery 

Battery 

Battory 

Battary 

Password 

Password 


Battery 

Password 

Battory 

Battory 

Password 

Password 

Password 

Password 



SPORTS 



BASEBALL 


♦ At A 


Cal Ripken Jr. Baseball ..- MJndscape 

Extra Innings.Sony Imagesott . 

Kon Griffey Jr. Presents Major League Baseball . Nintendo 

Nolan Ryan's Baseball .Romstar. 

Roger Clemens MVP Baseball.UN 

Super Baseball Simulator 1.000.Culture Brain. 

Super Baseball 2020. .Tradowest - . • 

Super Bases Loaded ...* .............. Jaieco......... 

Super Bases Loaded II. • . - Jolnco. 

Super Batter Up.Namco. 

Sports Illustrated FootbalLBaseball . Malibu Games 


December92*. • . . 2*S* ■ 

. March 92.2-S. 

Announced.2-S - • 

. February 92.2-S . 

September92 .-.2-S-- •• 

.. December 91.2-S. 

July 93 .2-S ■ • • 

.. September 91.2-S 

Announced. 2-S 

... October 92.2-S. 

. Announced • 2-S 


Password 

Battery 

Battory 

■ Password 
Password 

■ Battery 
Password 


Password 


BASKETBALL 

Bill Lalmbeer's Combet Basketball 
Bulls vs Blazers end the NBA Playoffs 
NBA All-Star Challenge . 

NBA ■■••*■••■••■ •» ■ +■*■ 


AAA A 


Hudson Soft November 91 .. 

. ... Electronic Arts.December 92. 

..UN . December92 

.UN .Announced 


.. 2-S 

...2-S 


• ♦ 


Battery 

...Password 


A* A A 


♦• •♦♦•♦ 
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Game Name 

NBA Showdown 
•NCAA Baskotball 
Super Slam Dunk 
Tecmo Super NBA Basketball. 

■ FOOTBALL 

ABC Monday Night Football .. . 

Capcom s MVP Football. 

Football Fury 

John Maddon a Football. 

John Madden Football 93. 

Madden NFL “94. 

NFLFootbaH . . 

B NFl tartr.rKart< Club. 

. . . . 

ICt... 

n Football .... 

wt. 

IF oolbaJl/Basobali 

GOLF 


1 f t f f f f f ■ 


♦ * 


Company 

Electronic Arts 

Niniondo. 

Virgin Games ■ 
Tecmo. 


t 


Release Date 

November '93 . 

October '92. 

August *93 . 
March '93 . 


t t 


* ■« 


• Data East .. December '93 

• -Capcom.October 93. 

American Sammy . Announced 

.Electronic Arts.Novembor9i. 

Electronic Arts January ‘93 

• • ■ Electronic Arts .November 93. 

. Konarw.August 93 .. 

.UN.Announced ■ •• 

Tradowest ■ - December 92 

.Acclaim.June 93. 

- Nintendo.. . . August 92 . 

.Tecmo ..November 93 

... Malibu Games Announced 


Player Info' Gema Sava 


-2-S 
.... 2*S 
2-S 
2-S 


Battery 

Battary 

Password 

Battery 


2-S... 

. 2* S - - 
2-S 

2-S. 

2-S • 

S-S {Multi 

2-S. 

2-S 
2-S 
2-S 
2-S .. 

2-S. 

2-S 


Battery 

• ... Password 

.Password 

Password 
tap) Password 
Password 


Battery 

Battery 


Hals Hole mOnoGolf. 

*The Irem Skins Game . 

Jack Nicklaus Golf 

Mecarobot Golf. 

*PGA Tour Golf ... 

True Golf Classics- Pebble Beach Goff Links. . 
True Golf Classics Waialac Country Club 
Wicked 18. 

HOCKEY 


..Hal America .. .August 91 

• • Irem.September 92 

• Tradowest May 93 

•Toho.September 93 .... 

-ElectronicArts . . March92 

T 4 E Soft.April 92. 

T A E Soft November 91 . 

.November 93 — 


4 A 
4-A 

4- A... 

... 1 .. 
4-A 
4 A- 
4 A 

■ 4-A- 


f f f 


f • 


* 4 


t ■ 


.. Battery 


Password 

Battery 

Battery 

Battery 

Battery 

Battery 


• • 


Brett Hult Hockey 

W the Ice .- . 

NHL'94 

NHL Stanley Cup ■ ... 
NHLPA Hockey 93... 
Pro Sport Hockey ... 
Sopor SUpShot.. 


RACING 

Battle Cars 
Battle Grand Pnx 
Cyberspin .. 

The Duel: Test Drive II. 

F-1 Grand Pnx II 


1 ■ f » 


f ■ 


ft t 


*• * • ♦< 


* 4 


f f f ft 


2-S.Password 


Accolade November 93... 

.To to . .... February 93. 

Electronic Arts .. November 93.5-S (Multi- tap) Password 

• Nintendo.November 93.2-S.Battery 

Electronic Arts . . December 92.2-S.P assword 

JaJ e<».Announced.~2-S.Password 

VirgtnGamos- . . August93.2-S.Password 


F-1 ROC: Race of Champions.Seta 

F1 ROC II.. . . Seta 

Zrw>.. ...... Nintendo 

FI Pole Position -UBISoft 

GR' 1 .Atlus. 

Jaguar XJ220 . jvc 

Kawasaki Caribbean Challenge.Gametek 

Umborghml American Challenge .. Titus Software 

Nigel Mansell's World Championship.Gametek. 

(Xj Sander Mindscape 

R«» Drrvm' .T*HQ 

fi*d Une F • 1 Racer .Absolute 


Namco. .. December 93 . 

■ HudsonSoft. Apnt'93. 

Takora Novamber 92 

Accolade .December 92. 

Me O River November 93. . 


■ 44 4 ® 4 4 4 a 


t » 


Soplwnber'92.... 
December *93 
September *91 ... 
Septtmbor *93 

November *93. 

Announced 

May *93. 

November '93.. 


f f 


• 2-S 
... 2*S 

.. 1 ...... . ....... pnssword 

.... 1 

1 

■■ 1. Baitaiy 

1. .. Battery 

. 1.Battery 

2-S.Battery 

.2*S.Password 

• 2-S 


* A=Aliernatina S=Simultaneous 


— 2-S • ■ Password 

August93 ... 1 ....... .. Password 

Apnl 93 . ... ..... 1.Password 

October 92.1 

November 93.2-S. Password 
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Game Nome 

Road Riot 4WD 


Super Off Road 
Super Oft Road. The Baja 

Top Gear. 

Top Gear 2. 


SOCCER > 


• •••• 

•* 4 *• a 


Champions World Class Soccer 
Goal!— 

Petal. 

Super Goal 1 2 

Super Soccer. 

Super Soccer Champ. 

Tony Meola's Sidekick Soccer. 

World League Soccer. 

World Soccer-94 


Company 


rjnn ..... 



• B 

■ ■ ■ • 

4 1 ■ a ■ 4 ■ 4 4 4 4 4 

■ • ■ ■ 

■ 



44 4 4 

Q.. 





rt .. .. 




■ ■ 


Release Dote 

November 92 .. • 


Player Into* 

. ... 2-S 


Gemo Sew 


• *■ *■ ■ ■ ■ ■ tMMftftlllMI 


4 * 4 


Intorplay November '91 . . .2-S .Batlery 

Tarto.December 93.1 

Nintendo. September "92 • .-2-S Battery 

... Tradewest ..- December SI.. ... .* 2-S 

. Tradewest. September 93 • 

. Kemco. Apnl 92. 

Kemco.October 93 .... 


. 2-A ... ■ Password 

... 2-S- . ■ ........ Password 

. .2-S.Password 


4 4 a a a a i 


a ♦ • 


Acclaim ... 

Jateco 
Accolade ... 

Jii oco •••••••••• • • 

Nmteodo. 

Toilo....................... ^92 ................. ... 

Electro Brain. October 93. 

Mmdscape . April 92. 

At! us November "93 .. 


. . Announced - 

. December *92. 

Announced . 

. Announced 
May 92 


-2-S 


a a a • 


4 » 


• 2-S 

.... 2-S 

■ 2-S 
,.-2-S 

• 2-S. 
-2-S- 

■ 2-S 


Battery 


.... Password 


MMIMf 


Password 

Battery 

Password 


TENNIS 


Andro Agassi Tennis - . 

David Crane's Amazing Tennis ... .. 
International Tonrus Tour 
Jimmy Connor* Pro Tennis Tour.... 
Super Tonnes.. .. 


OTHER 


• a e 


American Gladiators. ■ ■ 

Bosto! the Best. Championship Karate ■ 

Boxing Logends Of the Ring. 

California Games It . 

Championship Pool . 

Dig and Spike VoltoybaE. 

George Foreman's KO Boxing. 

Hyper V-8a*. 

Riddick Bowe Boxing 

Sxfe Pocket... 

Space Football Ono-on-One. 

Super Black Bass. 

Super Bowkng. 

TKO Super Championship Boxing. 

WCW Super Brawl Wrestling. 

Winter Olympic Games. 

WWF Royol Rumble 


4 4 44*44 


... TecMagik. 
. Absolute 

. .. Tarto. 

• ........ Ubs Soft... 

. Nintendo 


.. Announced •• • 

. October 92 .. 

• ■ Announced ■ 

. December*92.. 

November 91.. 


2 SBattery 


2-S 
2-S ■ 
2-S.. 


■ Password 

■ Password 


...Gametok . 

■ ■ ■■ Electro Brain- 


- 16-A 

2-S* . Password 


May93 . 

. Novembor 92. 

- Electro Brain.September '93 .2- S.Password 

■ ■ . DTMC.-.January ”93 8-A 

. November 93.8- A 


Mmdscape . 

.HudsonSoft.November 93... 


* »4M» •*•• 


2-S.Battery 


. Acclaim. September 92 .2-S 

... McO'Rlvor.October-93....2-S 

Extreme . 


Password 

Battory 


4 4 4 4 4 4 


Novembers.2-S.Battery 


4 *4 


Data East . 

•• • Announced.. 

.2-S 

Ilil 1 A j | ■ § ■ ■ ■ 4 ■ ■ 4 

Jtino ‘92. 


■ ■ 1 r 1 * • 

UAt.O 

J 1 ■ ■ . . . ■ ■ a a a a ■ * aaaa 

. May'93. 


American Technos ■ 
Sotet. 

... August 92 . 

.OcTottar *92... 


pci 

... . . . 


f 1 *4 4 44 4b 4 4 4 

US God. 

,,,, Announced.. 


LJN 

. Juna ‘93 .... 

.. . 2-S 

- --UU « B BB B 

UN. 

.... Fobnjtiry "92 •«****«•• 

•*#••*•* 2 a S 


Password 

Password 



SUPER SCOPE 



Battlo Clash.Nintendo. .Octobof92 . 2-A 

Bazooka Blitzkrieg Bandai.November*92 ..... 4-A 

The Hunt for Red October. Hi Tech.January '92.t 

LazerBlazer/Blastris ..Nintendo .February "92. 2-A 

Metal Combat: Falcon'e Revenge . Nintendo .. November 93 2-S 

T2: The Arcade Game.UN.Novembef93.2-S 

X-Zone. .. . .... ■ ■ Kemco.November *92.... ........ 1 

Yoshi s Safori.Nintendo.. Septombor 93. 
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NEW DEMON ISLAND 


New Demon Island is just one of the many Japanese folk 
tales that arc told on the Famicom Disk System. The sto¬ 
ries are told as modern text adventures, with the player 
using commands such as Search. Use. Read, Talk and Pick 
Up. but the stories them¬ 
selves arc traditional talcs 
with familiar characters. 

They appeal to players from 
intermediate school age on 
up to adults, who like to retell 
the old legends to their chil¬ 
dren. Another appeal was that 
they were disk games. Disk- 
based games were once very 

popular because players could take their used disks back to 
the store when they tired of the story and, for around 
$5.00, have a new one saved over it. Many stores used to 
have the Writing Systems that installed the new games, but 
they aren’t as widely used as they once were because the 
disks hold only one meg of information and aren’t capable 
of saving the newer, more complex games on the market. 




RELEASE DATE.June 1988 

NUMBER SOLD.250,000 

SYSTEM.FAMICOM DISK SYSTEM 

COMPANY.NINTENDO 

COMMENTS 

Don't expoct e simitar produetto hit the American markotenytime soon 
It’s not likely thet North American players would go for video stones 
that have as much text as Demon Island has 


OFF TO THE RACES 


Horse racing — and betting on the horses—is incredibly 
popular in Japan. If you’ve ever tried to read a racing form, 
you know how difficult it can be to digest all of the infor¬ 
mation in time to bet on the next race If you carry this 
Game Boy game to the races with you, it does the work of 

analyzing the information 
available. You input tbe 
track conditions and all of 
the information about each 
horse entered in the race. 
Statistics traditionally 
included in a racing form 
include how each horse has 
performed in recent races, 
including the length of the 



race and the conditions under which it was run It tells who 
the trainer is. which jockey is up and what weight the horse 
will carry. Usually, you’d have to read all of the informa¬ 
tion and make your best guess as to what horse to bet on 
With this game, you just enter the current odds, and the 
game will tell you what bet is mast likely to pay off and 
send you home with cash in 
your pocket. The only draw¬ 
back is that entering all of 
the necessary information 
takes time. The game makes 
its choice quickly, but you’ll 
still have to hurry to enter all 
information before the next 
call to post! 


M 10 

1HH 1R| 

1 mmm i 

310 

1- 3 

3- 6 

2r 3 

3- 4 

3- 5 

3- 7 



RELEASE DATE . OCT.1992 

NUMBER SOLD.70,000 

SYSTEM.GAME BOY 

COMPANY.DECT 

COMMENTS ~ " 

Tho game makes fast work of enalyzmg tots of mformotion, but rt is 
somewhat tedious to enter everything it needs to know Advance propa 
ration would speed things up Players expecting a game in which hors- 
as actually race will ba disappointed by a game that only handicaps 


MOMOTARO DENTETSU 


All aboard! Super Momotaro Dentetsu II takes you on a 
tram trip across Japan. It’s a race to see who can make the 
circuit first, and a roll of the dice determines how far you’ll 
go. If you’re lucky, you'll end up at stations marked by 
blue squares. As long as you’re there waiting for your next 
roll, money keeps building up in your bank account. If you 
land at red stations, though, you could be in trouble 
because you lose money as long as you wait there. If you 
land at yellow stations, you get to draw wild cards that can 
move you ahead or earn extra cash. 



RELEASE DATE . AUGUST 1991 

NUMBER SOLD.60,000 

SYSTEM.SUPER FAMICOM 

COMPANY.HUDSON SOFT 

COMM ENTS ~ : 

With its rolling of tho dice, Momotaro Dnntetsu hos a board game feel to 
it Board games contmue to be popular here, and some, such as 
Monopoly and Clue, have made very successful transitions to tho NES 
and Super NES 


VOLUME 56 65 
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UfEM 


OUNDSU 

TheBeUTw 

onHte§» • 


Scope out the top ten Super NES titles, 
as well u the top five Game Boy and 
NES Game Paka of 1993. 


Many games take advantage of the excel¬ 
lent audio capabilities that the Super 
NES offers. Check out the ovet v achieversl 



SRAM 

CIAL 


Can you see the pictures within the 
pictures? Not everyone can do it. Give 
’em a try! 




PRE 


Get a jump cm the coming year. See 
what we think will be hot in ‘94. 


2 
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Last year saw the release of a slew of top- 
notch Super NES titles, which made it hard¬ 
er than ever for us to pare the list of 1993s 
best games down to only ten. Star Fox 
started the year with the screaming blast of 
a streaking Arwing when it debuted to rave 
reviews at the winter CES in Las Vegas last 
January. And, to no one’s surprise, games 
in the street-fighting genre carried over 
from ‘92 and continued to be big news for 
the Super NES. Street Fighter n Turbo and 
Mortal Kombat stood out from the huge 
crowd of Street Fighter wannabes. While 
many of the imitations paled in comparison 
to the original, Clay Fighter made our list of 
Honorable Mentions for its innovative 
approach to the tried and true formula. 

Link grabbed the hotly contested top 


spot on the Game Boy list, and while there 
were fewer NES games released than in 
previous years, perennially popular Mega 
Man and Battletoads both showed up in 
totally new action titles that claimed spots 
on the NES Top 5. 

We listed all of the games released in 
1993, took a close look at the ratings they 
earned from Nintendo’s pro game evalua¬ 
tors, then sat down to debate the top 
games’ merits. We considered technologi¬ 
cal advancement and innovation as well as 
playability, diversity, and depth. When the 
dust settled, we came out of the Star Fox 
conference room with the definitive list of 
1993’s best games. All of the titles that 
made the cut come highly recommended 
by Nintendo Power. 
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STAR FOX 


SUPER MARIO 
ALL-STARS 


By Nintendo 


By Nintendo 


There was no argument about which game would be named 
Number One this year. Star Fox blew away the competition 
for 1993 's top spot by pairing advanced technology and a 
challenging game experience in an all-new, outer-space 
adventure. For sheer excitement and innovation, it earned 
top honors from critics everywhere. 

vStar Fox is the first in a new generation of video games 
to contain the Super FX Chip, which utilizes RISC 




(Reduced Instruction Set Computing) technology to create 
amazingly fast and detailed animation The custom chip is 
capable of making lightning-quick calculations to scale and 
rotate polygons and sprites, which results in super smooth, 
3-D animation. The net effect is a new sense of realism that 
rises head and shoulders above anything we've seen previ¬ 
ously for home video systems. 

The FX Chip isn’t the only star in this show, though It 
shares the bill with Fox McCloud and his lively crew of 
interstellar mercenary pilots hired to save Comcria from the 
supremely evil Emperor Andross. Congratulations, Fox. 
Your mission has been a resounding success. 



Involvmfl from chfc moment the Arwmg blasts onto th» screen. Star Fox mt ms high 
marks for excitemunt and innovation Well dorm. Fox 



Nintendo went from creating something completely new in 
Star Fox to updating its all-time most popular NES games. 


Super Mario Bros. I, 2 and 
We put all three on a single 


Pak along with the Lost 
Levels, which were previ¬ 
ously unreleased in the 
U S What a value! There’s 
no doubt that the unprece¬ 
dented, powerhouse pack¬ 
age has to rate among the 
year’s best. 


3, for play on the Super NES 


STREET FIGHTER 



H TURBO 


By Capcom 


Capcom followed up Iasi year’s number one game with 
another street brawler that features faster movement and 
awesome, new special combination moves that made it a 
standout among this year s 
throng of pretenders to the 
street fighting throne. For 
the first time, all of the 
speed, characters, moves 
and options of the arcade 
version made it home, only 
to the Super NES 




SUPER EMPIRE 


STRIKES BACK 


By JVC 



Super Empire Strikes Back duplicates Star Wars’ fourth- 
place showing in last year’s Top 10 list, but we think it’s 
even better, with more stunning special effects, more vari¬ 
ety in the stages, and more p 1 " n 

challenge than ever This 
innovative sequel takes 
Luke, Han Solo and 
Chewbacca back to battle 
the dark side once again, in 
a game that mirrors the plot 
of the hit movie. 
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MORTAL KOMBAT 


By Acclaim 



BATMAN RETURNS 


By Konami 


Acclaim’s Competition Edition of its arcade blockbuster 
came to home video accompanied by all the fanfare befit¬ 
ting a world-wide martial arts 
tournament Incredible digi¬ 
tized graphics and an exclu¬ 
sive handicapping option set 
it apart from the many other 
street fighting titles intro¬ 
duced in ‘93. 


Batman rides—or flies—again in Konami’s Super NES 
action game that checks in at number eight on our Top 10 
list. Digitized music from the 
movie s original score 
accompanies the fast-paced 
action that pits the Dark 
Knight against Catwoman 
and The Penguin, among oth¬ 
ers. It’s street fighting with a 
twist 





THE MAGICAL QUEST 

STARRING MICKEY MOUSE 


By Capcom 



SECRET OF MANA 


By Square Soft 



Mickey graced our January issue clad in his fire fighter suit, 
one of three suits that give him special powers. The suits 
are only part of what makes 
the game magical. Superior 
graphics and sound, as well 
as varied terrain and solid 
play control, add up to a game 
that is certainly one of 1993's 
best 



It's no secret that Square Soft’s Secret of Mana is a great 
game—it made November’s cover. It has stunning graph¬ 
ics, entertaining screen text 
and great depth of play. One 
of the game’s many innova¬ 
tive features is that up to 
three can play at once, each 
controlling one of the three 
mam characters. 



THE LOST VIKINGS 


By Interplay 



TINY TOON ADVENTURES: 
BUSTER BUSTS LOOSE 


By Konami 


Interplay broke into the Top 10 with The Lost Vikings, an 
intriguing, innovative title that turned the action/puzzle cat- 
egory upside down The 
graphics and sound are first 
rate, and the text is downright 
hilarious, but what really 
makes this game so great is 
that it's such a deep and com¬ 
pelling play. 


Konami scores another Top 10 title with Buster Busts 
Loose, a senes of cinematic escapades that begins at Acme 
Loonivcrsity. Buster is the 
star but he meets up with oth¬ 
er Toons for bonus games and 
cinema scenes. With greal 
play control and three diffi¬ 
culty settings, it’s fun for 
players of all ability levels. 




SUPER NES HONORABLE MENTIONS 

SPORTS ADVENTURE/RPG MOST INNOVATIVE 


Madden NFL ’94 
NHL Stanley Cup 
Nigel Mansell’s 
World Championship 
World Soccer ’94 
WWF Royal Rumble 


Aerobiz 
Goof Troop 

Operation Logic Bomb 
7th Saga 
Shadowrun 


Alien 3 

Clay Fighter 
E.V.O.: Search for Eden 
Rock ‘n’ Roll Racing 
Taz-Mania 

Zombies Ate My Neighbors 
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GAME BOY 


THE LEGEND OF ZELDA: 



LINK'S AWAKENING 


By Nintendo 


Link’s Awakening shot to the head of the Top 20 list as 
soon as it was released, but it was a short trip—anticipation 
had the game hovering in second place even before players 
got to see how great it was Many who have played it con¬ 
tend that Link's Game Boy adventure is even better than his 
enormously popular Super NES epic 



By Copcom 


Mega Man's popularity has only grown since his first U S 
release late in 1987, and so has the number of adventures 
he’s appeared in. He has developed a loyal following that 
eagerly awaits each new release and it wasn’t disappointed 
in ‘93. His sixth NES adventure, in which he uses two new, 
special Power-Ups, might just be his best. 



By Capcom 


The mega-popular mini-hero returns to action with Rush. 
Flip Top and Beat in a game great enough to grab second 
place on our annual list. Only Link could best Mega Man 


DARKWING DUCK 


By Copcom 


The winged terror who flaps at night and pecks at your 
nightmare fights the agents of F.O.W.L. in this translation 
of his NES adventure. It plays well on Game Boy. 


By Tradewest 


What a concept! Two of the baddest teams ever to hit the 
NES star together on one Pak. and you can play as a char¬ 
acter from either team It was our only NES cover for ‘93. 




KIRBY'S 


ADVENTURE 


By Nintendo 


Kirby’s simple shape belies the fact that he’s capable of 
performing a variety of stunts. In this adventure, he can 
acquire the skills of more than 25 enemies! 



RAMPART 


By Electronic Arts 


The NES version made our Top 10 list for 1992. and we 
found ‘93’s Game Boy version to be just as much fun, espe¬ 
cially in the fast-paced two-player Game Link mode 



JURASSIC PARK 



KIRBY'S 


PINBALL LAND 


By Nintendo 


8y Ocean 


Last summer's blockbuster came to the NES in a thriller 
that put players in the midst of the Jurassic experiment gone 
awry This title wasn't an endangered species. 


YOSHI’S COOKIE 


By Nintendo 



Kirby puts a clever twist on traditional pinball, becoming If you caught Dr. Mario Fever or were taken by Tctns, you 
the ball and huffing and puffing around the screen. Power won't want to miss Yoshi’s Cookie. It's a fast-pace puzzler 
pinball players will like the play control. I with a two-player version that really cooks 
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A race car revs and screeches from the 
starting line. A guitar screams out the 
opening riff of a classic rock tune. An 
announcer erupts in a frenzy of flashy 
phrases. This is the sound of video gam¬ 
ing today—a far cry from the blips and 


bleeps of Pong and Asteroids. How does 
the Super NES generate sounds and what 
new innovations are being made by 
Super NES game developers? Read on 
and discover the secrets of Super NES 
sound. 



Noi many players buy a video game 
because it has great sound effects and 
music, but the sound track adds 
excitement and realism to the action 
just like the sound track of a movie or 
TV show. The process of creating 
sound for Super NES games, howev¬ 
er, is more complicated than you 
might think. Computers like the 
Super NES don't understand music 
any more than we would understand 
the language of aliens from deep 
space. The Super NES needs musical 
or sound signals to be translated by a 
program called a Sound Driver. Only 
then can the Super NES’s brain, the 
CPU (Central Processing Unit), 


understand the sound signals and 
send them on to the Sound CPU, DSP 
(Digital Sound Processor) and D/A 
Converter where the signals become 
compatible with television or stereo 
sound systems. In turn, the television 
or stereo feeds the signals to its 
speaker sy stem to produce the actual 
sounds we hear. 

Every game is equipped with a 
Sound Driver, which is a program 
that converts music instructions and 
data in the game’s ROM (Read Only 
Memory) into Super NES data. But as 
you’re about to hear, not all Sound 
Drivers are created equal When a 
company acquires a Super NES 


Development System from Nintendo, 
a standard Sound Driver is part of the 
package. Some companies use this 
Sound Driver when they make 
games, while other companies devel¬ 
op their own custom Sound Drivers 
so that they can make music in new, 
creative ways. 

Custom-made Sound Drivers often 
include innovative features that were 
created to make use of the sound sys¬ 
tem in ways that were not thought of 
when the original Sound Driver was 
developed. This look into the Super 
NES sound system and the people 
who are creating sensational sounds 
for Super NES games concentrates on 
companies who use custom Sound 
Drivers that expand the abilities of 
the system. 


SYSTEM OUTLINE 





□ 





CONTROLLER 




GAME PAK 


TZXl 





VIDEO 




$TEREO,ETC 



AUDIO 



MAIN-CPU SIDE 


SNESCPU 


5NESPPU 



SNES BUS 




AUDIO-IN 


APU I/O PORT 


SOUND CPU 


SNES-SOUND SIDE 



f f AUDIO-OUT 


D/A CONVERTER 


512K RAM 


Inside the Super NES 
Sound System 

Sound CPU 

The Sound CPU (Central 
Processing Unit) controls the 
game music end sound effects 
It receives information from the 
mem CPU end Game Pek ROM 
end sends it to the sound system 
RAM end the DSP 

DSP 

The DSP (Digital Signs* 
Processor) uses the information 
thei it receives from the Sound 
CPU and RAM to creete the 
game sounds. 

512KRAM 

The musicel score end digrti 2 od 
sounds ere stored here 

D/A Converter 

This component converts the 
digital signal from the Supor 
NES Sound System to analog so 
thot it can be sent to the televi¬ 
sion or stereo 
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squid innoviiTions 


Creating sound effects and music for 
Super NES games is a laborious pro¬ 
cess that requires skill and patience. 
Most sound designers work at a com* 
puter keyboard, creating files that 
will tell the system where each note 
will go, how long the note will last 
and where the soundtrack will make 
use of special effects such as volume 
changes and stereo pans. Dnce this 
file is written and compiled, the 
results of many hours of work can 
finally be heard. 

Some companies that develop games 
for the Super NES have created 
Sound Drivers that give designers 
more feedback. Software Creations 
has been a sound innovator for many 
years. Their projects include PI ok. 
Super Off-Road, Spider-Man and the 
X Men and sound work on Rock 'N 
Roll Racing. The Software Creations 
Sound Driver, written by technical 
director Michael Webb, is faster than 
most. Richard Kay, Software 
Creations managing director, says, 

1 The secret of our system is sheer 
speed Dur tools can compile music 
instructions into Super NES data and 
transmit that data to the Super NES 
almost instantly This makes the pro¬ 
cess very interactive.” The system is 
also quite versatile ‘'We do not use 
straight samples when we create 
music and sound effects,” says 
Richard, "We can sample a trumpet 
sound, for example, and manipulate it 
to sound like many other instru¬ 
ments.” This ability to manipulate 
sounds allows the sound designers to 
make many different sounds out of 
only a few samples 

Another company that is making 
waves in Super NES sound is 
Interplay Their A R.D.l. (Advanced 
Real-time Dynamic Interplay) Sound 
System was used in the creation of 



such recent hits as Our of this World, 
The Lost Vikings, Clay Fighter and 
Clay mates Like the Software 
Creations Sound Driver, the A R.D.l. 
Sound System allows for quick feed¬ 
back to the sound designer. The sys¬ 
tem has a MIDI (Musical Instrument 
Digital Interface) plug that is fits into 
a Super NES Game Pak slot. With 
this innovation, sound designers can 
compose music with a sythensizer, 
input the MIDI file inlo a Super NES 
and listen to how it will sound linme* 
diatcly They can also can also make 
changes in volume, stereo panning, 
echoes and other effects as the music 
is being played Since this system is 
more “user friendly” than most, the 
designers at Interplay have more 
choices in selecting composers. Says 
Charles Decnan, Interplay Audio 
Director, "We can use musicians who 
don't have to be technologically 
inclined ” 

The A R D.l. Sound System also 
allows for long songs with very little 
repetition The Sound Driver reads the 
musical score directly from the Game 
Pak’s RDM. instead of drawing from 
the more limited RAM of the sound 
system, so that the piece of music can 
have a bigger and more complicated 
score than most video game music. 
The extra space in RAM also gives 
more room for more digital samples 




blJbSY (if IS 

tns voia 

Bubsy in Claws Encounter of the 
Furred Kind is the debut of 
Accolade’s wacky bobcat, Bubsy, 
who wisecracks his way through the 
16-stagc yam. Bubsy Producer John 
Skeel says that finding the right voice 
for the character was a real chal¬ 
lenge. ‘‘I knew that the sound of 
Bubsy’s voice would really commu¬ 
nicate his personality, so I wanted it 
to be perfect...I spent weeks going 
through stacks of voice talent tapes 
and just didn’t find what I was look¬ 
ing for.” After a long , fruitless 
search, John got a call from 
Sacramento vocal actor Brian Silva. 
“We spent an afternoon trying differ¬ 
ent voices...a Brooklyn accent...a 
Jewish accent...until we settled down 
and got the right sound.” Then John 
digitized Brian's recorded voice and 
sped it up. The results were the per¬ 
fect combination of Daffy Duck, 
Bugs Bunny and many other classic 
toons that provided inspiration for the 
design of the character. 

There arc 16 Bubsy-tsms in the 
game, making for approximately 22 
seconds of digitized speech. During 
the game’s development, John and 
his team wanted to create a trademark 
phrase for the character. "Whatever 
blows your hair back” was a leading 
candidate. Then, as Murphy’s Law 
started taking its toll on the project, 
team members often quipped “What 
could possibly go wrong?” That 
caught on and became Bubsy’s catch- 
phrase. 

Last Thanksgiving weekend, a 
Bubsy cartoon pilot aired with 
Teenage Mutant Ninja Turtles veter¬ 
an Rob Paulsen as the voice of the 
bobcat. The show could become a 
regular senes. Accolade is also plan¬ 
ning a Bubsy sequel. 
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In addition to making technical 
innovations, developers are coming 
up with new ideas for types of music 
and sound effects to he featured in 
Super NES games Rock N Roll 
Racing Irom Interplay, with sound 
developed by Soltware Creations, is a 
prime example. It includes well-pro¬ 
duced versions of six classic rock 
songs such as ‘ Bad to the Bone'' and 
“Bom to be Wild" as well as the wild 
announcing style of Larry 1 Big 
Mouth * Huffman. 

Activision has published a pair of 
games that also use popular music in 
the soundtrack The idea to add fast- 
beat, high energy techno music to 
action-packed games occurred to 
Activision producer Kelly Rogers at a 
dance club when he was trying to 
think of the right type of music to 
include in the side-scrolling shooter 
Bio-Metal The game's soundtrack, 
featuring music from techno super 
group 2 Unlimited, met with a lot of 


critical acclaim, leading Activision to 
use the music of the up-and-coming 
band Psykosomk for the soundtrack 
of X Kahher 2097 , a futuristic fight¬ 
ing game. The songs, which were 
composed by Psykosonik 
singer/songwnler Paul Scbastien, 
have been climbing up the Billboard 
Magazine Dance Music Chart. ‘The 
main reason that we were interested 
in doing something for a video game 
is that we like games," says 
Psykosonik member Theo, who, 
along with his bandmates. has made it 
to the fifth stage of the game 

Paul sent MIDI files of the 
Psykosonik music to Activision via 
CompuServe Then the engineers at 
Toshiba EMI took on the task of 
adapting the music from a memory 
intensive format to something that 
would be feasible to work into the 
Super NES sound system but didn't 
compromise the sound of the music 
“We used a lot of techniques in creat¬ 
ing the music that we haven't used 
before/' .says Kelly The result is a 




video game soundtrack that sounds 
like a hit record Footage ol the game 
may appear in an upcoming 
Psykosomk video. 

Taking a diflerent approach to 
popular music, the designers at 


Techno group Psykosomk contribute their 
intense, herd-driving tunas to X-Kaliber 2097 


Interplay called on vocal group 
Euphony to sing the theme song to 
Clay Fighter for the game s title 
screen. The catchy tune features sev¬ 
eral seconds of digitized singing and 
a full band. Since the total memory 
required for the samples included in 
the song well exceed the limits ot the 
sound system's RAM, the samples 
are loaded lrom the ROM into the 
RAM on the fly using a looping tech 
nique. 

Music style is a major considera¬ 
tion in creating atmosphere for video 
games at Interplay “We had a debate 










The Legend of Zelda: 

■ A Link to the Past 
Nintendo 


Tht epic music end 
realistic sound effects 
of The Legend of 
Zeide A Link to the 
Pest take it to the top 
of our list of greatest 
Super NES sound¬ 
tracks of ell time 


2 . Rock ’N Roll Racing 

3 . 

4 . 

5 . 

6 . 

7 . 

8. 

9. pi* 



Interplay 

Final Fantasy n 

Square 

Clay Fighter 

Interplay 

ActRaiser 

Enix 

Star Fox 

Nintendo 

Super Mario World 

Nintendo 

Super Star Wars 

JVC 


10 . 


Tradowest 

The Lost Vikings 

Interplay 

The Lost Vikings is one of four 
Interplay games on the Top 20 
This one earns praise for the 
humor that tho music brings to 
the game While you might 
expect fenfaros end orches¬ 
trated thsmos in a geme that 
feotures a tno of Vikings, this 
soundtrack is purr hip hop 


Nintendo 


11- F-Zero 

12. Super Off Road 

Tradewest 

13. Super Empire Strikes Back 

„ JVC 

14. Super Mario Kart 

Nintendo 

15. ActRaiser2 

Enix 

16. Alien 3 

Acclaim 

17. Bubsy in Claws Encounters of 

the Furred Kind Accolade 

18. Bio Metal 

Activision 

19. Batman Returns 

Konami 

20. Claymates 

Interplay 


«¥ FIGHTER. WAV CUM FIGHTER 

lit 'EM, fMfiCK 'EM THEV DON'T 

✓ 


The sound teem et Probe software researched 
so fiction movio music and sound effects in 
order to create the nght atmosphere for Alien’ 


the Rings, will have a much more 
orchestral, cinematic feel. 

A cinematic style was ihe target 
for the soundtrack to Acclaim’s 
Alien 1 , which was developed by 
Probe Software While Acclaim did 
not have the rights to use the actual 
compositions or sounds from the 
Alien films, the sound designers al 
Probe did listen to music from the 
Alien movie soundtracks and other 
sci-fi thriller soundtracks for inspira¬ 
tion The results are atmospheric and 
spooky The game also includes a line 
from Aliens lhal plays after the last 
player character has been defeated' 
"Game over, Man 1 ” The designers 
were not able to use the actual piece 
of dialog Irom the film, so they had a 
member of the staff perform the line 
They ended up with a humorous line 
that breaks the tension of being 
defeated by acid-blooded alien and 
sounds almost exactly like the origi¬ 
nal reading 


TDf 


s 


'iif 

SM Rffi 


I 






over the kind of music that would be 
used in (The Lost ) Vikings" recalls 
( harles Deenan. Charles wanted to 
create a light-hearted, fun atmosphere 
with beat-onciiled dance music 
Other people involved in the project 
thought that a more serious approach 
would be appropriate In the end, the 
dance music idea won out. and now, 
everyone involved cannot imagine 
the game any other way Music for 
the upcoming Interplay epic, Lotd of 
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GIVE IT A GO! 


Some people see Ihe images in these pictures 
almost immediately while others couldn't pick 
them out even if their lives depended on it! Make 
sure everyone you know gives these a try. 



HINT If s not Mario, but he can jump higher than Mario 




HINT It goes great on pizza. 
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POWER SZ 


m 



Two free Super Power Stamps could be coming your way 
if you can make out what's in Stare-EO-Gram number 4! 



HINT No way 1 Forget it 1 No Hints' 


TO SCOPE IT OUT; 


lfyouar«h«vin|trDUb]ts29lngih»tfn 3 jsinth nctyrasthartaraa 
f#w tips that might htlp you to vi -u jfizt th m 

CROSS-EYED STYLELook it tih two dots undsrthwpfctUras.Croas 
your 0 thfra app ears to ba four dots. Of thosa four dots, try to 

ov rt jp th t inn ir two so thay appaar is om, Kaaping th* s*m* focus, 
mova your ayas up ortho pictura down and start at ft Don't gat frui 
tntad If you can't sat an imapw rmmadrataty It may taka a whila It's 
rtally Important to ralax and remain pedant Soon ,g thrto-dinwnstonaf 
imag* should iitgin to "amargt" from th* pig* Oon't xp ;ctanything 
wdic.il likt a color changa—you'll otill sat th 2 same cotor t Soir^ pao- 
piu dunk the image* apptw to bo embossed mihe prctuie Ako, 
don't worry about blinking It s OK. You should still bo obtc to hold 0 
stoody focus while blinking. 

PARALLEL STYLE. Rolox, and try to set your fdcus m the distance Tho 
idea hnru is to see “through" the pago As wrth the Cross- oyed stylo, 
tho two dots undor the pictures should oppror to bo four Bring the 
inner two together to form one dot Hold your focus ond lotthu imoga 
eppoor before yourayosl 


CONTEST RULES 


On a 3 l/2"x5” card, write the answer to the Stare- 
ao gr im question and send it .long with a self¬ 
address stamped envelope to the iddiess shown. 


SUPER POWER STARE-EO CHALLENGE 

P.O Box 10224 

Des Moines, JA 50336-0224 


.ill entries must be postm .rked no later th <n 
February !5,1994. Not responsible for lost, stolen 
or misdirected mil. Please allow 3- weeks for 
delivery of Super Power St .mps. One entry per 
Super Power Ctub Member, please. 


JANUARY 1994 11 













1994 looks like the 
best year ever for video 
game players. Get ready 
for excitement of Super 
Metroid, the realism of 
Ken Griffey Jr. Presents 
Major League Baseball, 
the innovation of Wario 
Land and the action of 
IMBA Jam. 



Samus Aran on the Super NES 


Ever since the introduction of the 
Super NES, players have been calling 
Nintendo to find out when Super 
Metroid will come out. Players 
assumed that any game as good as the 
original Metroid had to be adapted to 
the Super NES. They were right, and 
the long wait is about to end. 

When Super Metroid hits the stores 
this spring, players will return to the 
planet Zebes wuh Samus Aran, a one- 
woman, mtergalactic SWAT team, to 
battle the evil Mother Brain for the 
last time. Although tins will mark the 
end of the Metroid series, Samus 
Aran will have a new galactic menace 
to overcome in future games. In 
Super Metroid, players will revisit 
several areas and enemies from the 
original game, but they will also 
explore new regions and battle new 
foes with new moves and weapons. 
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"Hip designers et Nintendo's 
R&D 1 first crooted the 
new enemies on peper, 
specifying th® type of 
•tteck and the eppoorance. 
Then the programmers 
recreated the enemy in the 
game itself 


Many elements that made the original 
game a classic have been enhanced. 
The passages of inner Zcbes are so 
vast that the programmers anticipate 
having to use 24 megabits of memo¬ 
ry, making Super Mctroid the biggest 
game ever for the Super NES Some 
elements were borrowed from 
Metroid II for Game Boy. like the 
Save Points and the battery-saved 
memory. Kraid and Ridley return 
from the original in hideous new 
forms along with an army of new and 
redesigned enemies. 


Whan this statue cones to !ifo the chefliinge involves 
using the right weapons and moves 


Samus uses the Grappling Beam lo swing over pits nnd 
hozsrds too wide lo jump 


Mr. Sakamoto, the project director, 
told Power that, “Metroid has a lot of 
possibilities and we have to include 
all of them to make the game as 
enjoyable as possible.” Ten program 
mers and designers at Nintendo’s 
R&D 1 group have been working 
overtime for months try ing to include 
those possibilities. The game is being 
tailor-made for North American play¬ 
ers, because Mctroid was never as 
popular in Japan due to the fact that it 
was released on the Fanucom Disc 
Player format 


As for the popularity of Super 
Metroid in the U S , the intredihle 
action and vast world are sure to 
make it one of the top games of the 
year. 
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NBA Jam 1993 Midway is a tradfimark of Midway Manufacturing Company 
Th$- NBA and NBA Team trademarks used heroin are used under license 
from NBA Properties Inc All nghls reserved NBA JAM StSSION is trade 
marked and owned by NBA Properties Inc 

Whal arcade game is hotter than Mortal Kombat 7 Try 
NBA Jam Session. The Super NES adaptation of this 
mega hit has been in intense development at Acclaim for 
the past eight months and it should be released soon 
Working with programmers at Iguana Entertainment. Dan 
Femstein and Asif Chaudhri of Acclaim’s White Team 
have pulled oui all the stops to give NBA Jam for the 



Super NES the same excitement as the original, and in 
some respects they have gone beyond the arcade game At 
the heart of Jam is the two-on-two action between NBA 
stars. The players appearing in the game have been updat¬ 
ed to reflect trades and changes, and the challenge level 
has been increased in several categories, including 
Defense. Intercept and Shots. There 
are guest stars, loo, but Acclaim is 
keeping the lid on their identities. 

According to Femstein. the origi¬ 
nal arcade game code was ported and 
adapted for use with the Super NES. 

Although the games aren't identical, 
the home version includes the trade¬ 
mark digitized player screens, many 
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of ihe same voice samples, and 57 
jam combinations That's a lot of 
jamming, and it's taken the develop¬ 
ers lots of lb~hour days to put U all 
together 

Acclaim may be uniquely posi¬ 
tioned to adapt NBA Jam since they 
have worked closely with the NBA 
and Williams on several other prod¬ 


ucts The smooth exchange of infor¬ 
mation between Acclaim, 
Williams/Baily/Midway and the NBA 
made the quick development possi¬ 
ble. Even more important may be 
Acclaim's lannluirily wuh the intric- 
asiesot pro basketball and NBA play¬ 
ers from their earlier games like NBA 
All-Star Challenge 
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Go Inside the Majors 
with the Griff 



Tho players are highly animated, from bolters blowing 
bubbles al the plate to fielders diving for lhn catch 



Ken Griffey Jr. Presents Major 
League Baseball is getting the final 
tweaks before its release on opening 
day of the 1994 baseball season. 
Begun in 1992. ihe game has been in 
development for over a year and a 
half, and the attention to detail shows 
in a thousand ways. 

The game was designed by Brian 
Ullrich, a former Power editor and 
baseball fanatic now working with 
Software Creations in England. It 
may seem an unlikely union, but 
Brian has educated the talenled 
British developers about baseball to 
the point that many of them are now 
rabid fans The enthusiasm for their 
video game is also shared by Jeff 



Hutt, the game’s producer at NOA, 
and his chief expert and play tester. 
Ken Griffey Jr. The 16 megabit game 
is designed to have a fun, arcade feel 
with humor as well as fast, realistic 
play. Part of that feel comes from the 
voice of American League Umpire, 
Steve Palermo, who may be better 
known as the heroic ump who saved a 
person's life during a robbery. Visual 
antics also add to the fun, like batters 
blowing bubble gum, or fighting with 
the pitcher after being hit by a wild 
pitch. 

According to Hutt, the toughest 
part of making a sports game is creat- 






TJip gem# designers 1 1 i 

h*gen with rough sktlchas For eechol ' 

lilt positions and body typas found in the gtmo 


updated team colors and logos This 
spring, you won’t have to go out to 
the ballpark for America’s pastime, 
it’s coming home to you. 


mg the artificial intelligence that con¬ 
trols the computer characters. The 
designers have to anticipate every 
possible play For instance, with the 
bases full, the primary defensive 
command is to throw home. But that 
changes if there are two Outs. The 
trick is to anticipate unusual occur¬ 
rences and program a smart response 
Ken Griffey Jr. MLB covers the bases 
with 150 fielding animations. 

The game is impressive in other 
ways, too. a full compliment of 
options, team editing, battery-saved 
memory, and the inclusion of every 
major league ballpark. You’ll also 
find complete 1994 schedules and the 
new playoff scheme along with 
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Wario isn't bad, he's just mad in 
this new action adventure 


The bad boy of Super Mario Land 2: 6 Golden Coins 
will soon return to the small screen in his own adven¬ 
ture called Wario Land. Not only is Mano completely 
out of the picture in this game, all the enemies and areas 
arc completely new. The game world, which includes 
an ovcrworld map and lots of areas to pass through, will 
remind players of SML2, but the enemies and chal¬ 
lenges they find in Wario Land are all new R&.D 1, the 
same Nintendo development group that is working on 

Super Metroid and which developed 


the Super Mano Land games for 
Game Boy, wanted a fresh look and 
new moves that would appeal to 
Mario fans. Now, after more than a 
year in development, they're putting 
the final pieces in place in order to 
meet a spring release date 

So what's Wano up to this lime? 
Having been kicked out of the castle 
by his old nemesis, Mano, Wario sets 
off to earn his fortune the old fash¬ 
ioned way—by stealing it from 
pirates. He figures that if he can find 
enough of the pirates' hidden trea¬ 
sure, he will be able to buy his own 
castle. Who needs Mario anyway? 
Wario lands on the pirates’ island, 
and must go through each area to find 
one of the pirate treasures. 


The main move for Wano consists 
of him lowering his shoulder and 
charging forward like a mad bull, 
knocking enemies out of the way But 
that isn’t his only move. By finding 
different special hats, Wano gains 
new talents. With the Jet-pack hat he 
can fly The Dragon hat breathes fire 
and the homed hat can stick into ceil¬ 


ings 


The art used in planning the game 
captures the angry, comic intensity of 
Wano. The designers used large char¬ 
acters in the final game for a more 
effective, cartoon feel Fans of Mario 
games should find Wario Land to be a 
fun change of pace. 
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BATTLETOADS & 
DOUBLE DRAGON 


Now, puacv has settled across the 
aty. As the night grows darker, ev¬ 
eryone sleeps easy, knowing the 
Dark Queen has been vanquished 


Last time, our heroes stopped 
the Dork Queen cold 


>.. or has she? By the look 
of that ominous spaceship 
hanging high above Earth, 
it looks like our heroes 
may be resting just a little 
too soon. This time the 
battle will continue with 
better graphics and play 
control than ever before! 
Join the Battletoads as 
they team up with the 
Dragon Duo in Tradewest’s 
latest introduction 


You pitiful little cre¬ 
tins You're playing 
with tht Ultimate 
Ts m ? Ha! We laugh m 
your general direction 


Mfe are the Ultimate Team. 
The forces of the Shadow 
Boss md the Dark Queen 
am going to stomp your 
game playing skills iiat! 
Give us your bast shot 


nsed to Tradewest by’ Rare coin-it Ltd. 
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Battietoads. . . Battietoads . 
come in Battietoads, this is an 
emergency. The Dark Queen is 
headed tumid Earth in her giant 
Ratship! We must stop her at all 
cost 


Bach in the Lab: Oh. no! 
There's a giant blip head¬ 
ed toward Earth. 


Don't worry Prof! With 
our help, the Battie¬ 
toads can't lose. Isn't 
that right Jimmy? 


You bet! Our moves worked 
against the Shadow Boss before 
and they'll work again. 

Let's get to it! H 


All right Dragons, let's get 
bashin' some evil heads. 
Watch out Dark Queen! 


I ter, • ack al the. Dark 
Queen s Ratship. our 
heroes ready them¬ 
selves for the assault. 
The Battlecopter \ 
swoops low and drops \ 
our heroes at a quiet y 
spot on the ship The 
Toads are quickly disco¬ 
vered and the fight is on! 


These Shadow Marines 
ere raak 1 Any old 
punch will knock them 
right off the ship Try 
the Running Attack to 
really knock'em silly 


Run away* Run away 1 Its the Mechn* Mitt 
If you keep running hick and forth it will 
miss you an* wibod itsvlf in the ground \ 
quick Running. ittock will send it flying 1 


Retro Blasters may 
look like a centra, 
but it s not going to 
fake your picture. 
Grab them quick so 
you wn t get shot 1 


Ha! You call yourself 
tough 7 We can beat you with only 
few Running Attacks. The Battle- 
toad Butt jnd the Flying Orajon 
Kick will make short work of you, 
Abobo. And by the way, we'rt 
Toads with '■ capital T! Remember 
that on your tnp. ^ 


Watch this great tnck* If you catch e Shadow 
Marine laying around on the job pick him up 
and send him flying into space. Get in close to 
your enemy and hit the B Button You may 
pick him up. or el least give turn the bool 
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BATTLETOADS & 
DOUBLE DRAGON 


WijJI* . ; flight miscal¬ 

culation by ourh rocs. Inside 
the Rabhip waits all of the 
perils and really nasty dan¬ 
gers of Big Blag's nest If they 
Tiak„ it to the center of the 
nest, the Dragons and Toads 
will have to face Big Blag, 
sharp claws and all 1 


The rest of this ship s 
a piece of cake! 


Hey* After you destroy a Walter grab one ol its legs 
Thayre great loi beating on Guidos and other Walkers 
You only need to hit the B Button to use Hi 


AH right Blag 
we it ready to take you on! 
Come on guys, get him with 
your Running Attack Hit him 
IS times and we got him 


Excuse me did you drop a stick of 
dynamite? Thai s careless of you Here 
you go let me toss it back lo you 
Whoops' That looks lite it hurt* 


If I can clear eut all ol 
these Ryd«s withoul 
falling off my bike 1 can 
colled extia Bonus Pods 
and yd 1 Ups* 


Ycu think you can whip us 9 Check out our 
Flying dragon Kicks and Battietoad Butts 
and we II see who gets the last lash 1 


g <md bad Roper is wditiur* k-» r 

the Jimmy, Billy, and i*\ t 


[ rjf the Ratship Will they bf 
able beat him ’ Roper is bot- 
m ting his bullets that they 


Mtn my 
Mhtst 



Oui hemes spend a little time 
kickm around a few Ravens Hil 
them a few times and a fighter 
can gam enough 1 Ups to finish 
off any boss Be careful of the 
energy bolts across the shaft 



Whoa 1 Swinging into these 
energy bolts could prove 
shocking 1 We had bpftw wail 
until they re oui of Ihe way 



Hey no lair bringing a machine 
gun lo a fisl fight’ We II just 
have to duck yrcui bullets then 
hit you with a few Battietoad 
Curts We vt gol Roper on the 
ropes 1 


My guys are losing?! 
TU got you for this, 
Nintendo Power * 


/ 
































































Coal space pad ; just like 
Solar Jotman'sf 


Wow Deja Vu* Don t you find 
shooting all these asteroids 
kind «f familiar 7 


Watch out boys. They re 
jettisoning all the garbage 
off the Ratship Quick, 
hang a port... I mean 
starboard! _ i 


Look ai tn« size of that thing 1 What do 
you shoot «t 7 It s got tD be at least 50 
times as big as w* are’ We havrn t 
got a chance against the awesome 
povw of the Ratship 


Remember fellow wob 
foots the higqer they are 
the bigger tlje boom 1 Aim 
at whatever sparks your 
interest. 


Look Mom' No spacusuit 1 I hop* 
we can hold #ur breath long 
enough to stop this spaceship 
from getting to Earth 


Oh great Just wfiat nw fitted First (he after 
burners and now more of these guys with 
the dynamite Quick, run past them before 
this stuff explodes' 


This guy can t be that 
tough He can fit inside 
that little cockpiL 


Oh Greet. We pop inside for 
a breath of fresh air and old 
sunshine here is just waiting 
to get us. 


After defeating Roper and his 
gang, our heroes take the 
fight into space. Can they 
chase down the runaway 
Ratship before it collides with 
Earth? Let's hope so! 


nightman! 


f don l know but vwrs 
running out of quarter? 1 
Shut up and kerp 
shooting you fool 


In a last ditch attempt to destroy Earth 
lh.» Dark Qu^en and the Shadow Boss 
aim their rocket directly for the planet's 
surface. Our heroes must stop this deadly 
missile, before it’s too late 


So long suckers' You may haw 
destroy^ my beautiful Ratship 
bul I m still going to finish off 
your precious little Earth 
HA HA HA HA' 


I had btrtw watch out (or these after 
burners' When they turn off I m going to 
run as fast as I can up the ladriw Be 
careful guys if that flame hits you your 
burnt toadst' 


This is one highwire 
act that / can handle! Lei 
keep the Running Attacl 
coming until we knot 
RoboJWantis off ba/arn 
and to his doom 
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BATTLETOADS & 
DOUBLE DRAGON 


There are exits for your conveni¬ 
ence, two in the front and two in 
the back tn the event of a water 
landing . 


v lijfc* <pr» i t^ fmdthai 

- Boss anc I Dark Queen 

♦ -escaped. Following them into 
-Shadow Boss's htdeoui. the Bait- 
•Jo.uJs and Lees sneak quie'iy past 
' ic untold dangers The slightest 
fuse could tip oil the enemy and 
pel] doom lot inn I iwinte fighters 


/ think / see the 
Shadow Boss's pom 
and it's coming this 
way! Quick, jump over 
him before we become 
pincushions. Attack him 
later, when it's _ 
safe. 


That s it11ts 
time / get myself 
some new Battletoad- 
skin boots! Yoohoo, 
boys! I'm in here. X 


There's die Dark Queen's 
space pod, she can't be 
far away 


There's where she's 
waiting, and it's dark 
in there. Can't she 
come to us? 


We are the heroes and 
she is the bad person 
That's just the way it 
works Let's get her! 


4*44 


TO BE CONTINUED ON A SUPER NES NEAR YOU! 



HAND-HELD 
TOADS ACTION 

11 you’re too busy saving the world to 
play this game on the Super NES, you 
can take it on the road with you. All the 
action of Battletoads & Double Dragon Al ' sa ™ sct, °" 
un be played on Game Boy as wc 1' your grasp' 


Now you don't have any excuses. You better play 
this game 1 
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THE FIVE 
EPISODES 


EPISODE 1 

THE JOKE'S 
ON YOU" . 


BATMAN JUMPS FROM YOUR TVl 

v y tS SW 

Your favorite hero takes a leap from the screen of his 
own hit TV series right onto the screen of your Game Boy 
in this bodacious adventure from Kona mi. The gorgeous 
graphics and awesome play control make it a pleasure to 
take on in one of the most challenging crime fighting 
adventures you’ll ever get to face! 


Gotham City is home to two of the 
world’s most crafty crime fighters, but 
where there are heroes, there are also 
plenty of foes to keep those heroes on 
their toes. In each challenging episode. 
Batman and Robin must take care of 
the chaos that Gotham’s most dis¬ 
honorable citizens have created. It will 
take nerves of steel and fists of iron to 
succeed! 


mm 


The fun begins with a little practical 
joke planned by the sinister Joker him¬ 
self. He’s the only one who’s laughing, 
though, because the Gifts and Teddy 
Bears are actually cleverly disguised 
bombs. And what were once friendly 
Clowns are now reckless robots on the 
rampage! We’ll see who gets the last 
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BATMAN 

THE ANIMATED SERIES 


One specidl item Batman is armed with 
is the Grappling Hook The Hook 
proves to be especially useful lor climb¬ 
ing and as a long range weapon 


o JACK IN THE BOX 

Punch the Gifts b f" - " 

disarm disguised -.m™.™,,,,- 

Bombs. Not alf the f 

Gifts are tacks-you 
could find useful items ' / ;| W^ 3 . 
like the Bat Shots! TF' 4 


BOSS THE JOKER 


Fhe Joker will taka some time to dafaet rf you warn to preswvu 
yeur Stamina. Hang off the lift platform to avoid the Bears 
and wait until The Joker's on your nght to drop and punch. 


Take t short cut by 
using the Advanced 
Climbing or Grappling 
Techniques to climb 
up the narrow space 
on the left 


t933 Kenarru. friimurt >»n4 ell rcf;»twl donuinu 
All ftiijlit'. Heaved 


-Mv flw property of IM, CofWM TM& 1993 
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Although Robin has less Stamina 
than Batman, he does have the use¬ 
ful ability to walk on the ceilings. 


As soon as you switch to 
Robin, jump up to the 
ceiling to avoid the barrage 
of enemy fire thil comes 
from tho nght 


TO SCARECROW 


SCARECROW 


This Scarecrow creature 
doesn't scare Robin 
eway With a little 
practice Robin can 
make o nest out of this 
helf-witted haystack. 
Hong out on the ceiling 
uni] I Scarecrow 
approaches from the 
left Drop down and give 
him the old "one-two 
punch’' then jump back 
up to the ceiling before 
he even knows whet hit 
him 




EPISODE 2 

"THE CHIU OF 
A LIFETIME" 


That master of may hem. Mr. Freeze, 
and that homicidal henchman, the 
Scarecrow, have left Gotham City in 
the cold, and it's Batman who has to 
pul their plans on ice. Luckily, he 
doesn't have to do it alone because 
his partner in crime-fighting. Robin, 
will come to the rescue! 


O A BETTER ROUTE 


It's e maze mg in this 

C urt of the building, so 
i careful net to get 
lost! Tike the left 
route once you git to 
this eomt in Fj)i9ode 
2 Along this path 
Rohm has the chance 
t* collect two Hearts. 
This ts a teugh 
section, and Robin 
needs it take 
advantage of mry 
opportunity te grab 
extra Hearts. 
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Once you defeat Scarecrow, it’s time 
to bundle up and get ready for the 
frozen fun Mr, Freeze has to offer, 


Be sure to duck and avoid the Freeze 
Beams or you’ll be turned into a 
Popsicle for sure? 


BATMAN 

THE ANIMATED SERIES 


START 


'f* ■¥* 




m 
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P 

iij 
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WORST ALARM SYSTEM 



> < 






l«tf 


Press Right and Left 
quickly to break loose from 
thi eutomalic Freeze 
Alarm s shots nr you'll 
lose Stamina fist 


TO MR. FREEZE 





BOSS 


MR* FREEZE 


'o 


Stand m the safe spot while you Qot the timing of the Cannons down When y»u movt 
they II follow! Once you have the hang of it. |ump to avoid the shots end punch Mr 
Freeze when he is on either nf the side platforms. 


r ►— o 





»'ll 

• e mm C? 
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ACTION TECHNIQUES IN THE AIR 


CLIMBING 
THE WALLS 






II 

li 

a 


* 
a Ek 

m 


if m 

■J 


Hold Right and A to grab cn With 
some practice you can ihtn continue 
presstng the Control Pad Left and 
Kighl while holding A to shinny up 
between the walls 


ADVANCED CLIMBING 
TECHNIQUE 



This is similar to the Basic 
Technique but you can use it when 
them is only one wall to climb up 
Grab on hut jusl release the Control 
Pod instead of pressing Left 


BASIC GRAPPLE 
TECHNIQUE 


ILL i 



Uselhe Grappling Hook to pull yoursell 
up on moving lifts 3nd certain floors 
Holding Up and A shoots the Hook A 
again shortens the wire and pressing 
Up again will pull you up 


ADVANCED GRAPPLE 
TECHNIQUE 



I 


To swing across odd gaps |ump 
hook to the ceiling than press Down 
to release As you fall quickly press 
Up and A to hook again Press A Id 
shorten the wire and repeat 
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EPISODE 3 

THE GREEN 
MENACE" 


144.0 A4AI 


O 'HE FIRST BATTLE VS. CATWOMAN 


How c«n Baimiti biat 
Cstwomin? With somi 
fancy footwork. Jump 
toward her punch then 
quickly lump beck 
before sne can kick. 


This ftrocwus film* will givt you more 
thin just a scratch! Givt Iw a punch 


It's wsy to got burned in this hot spot! 
Jump and hold Right from lha Rimes 
to hang on to tho right platform thin 
quickly hold Lilt and jump to the left 
platform 


Poison Ivy and Cutwoman have teamed up 
and turned Gotham City into a real concrete 
jungle, but that isn’t all the havoc this dan¬ 
gerous duo has created—they've kidnapped 
Harvey Dent as well! It's up to our Capcd 
Crusader to make his way through the snowy 
city and yank out Poison Ivy's plan by the 


her devious deed and discover Dent by del eat 
hit* each deadly daisy one by one. 


Poison Ivy has creuleda flurry of ferocious flora 
in the city and those suspicious Strange Plants 
of hers are not pretty? You'll have to defoliate 
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BATMAN 

THE ANIMATED SERIES 


DEFEAT WITH 
THE GRAPPLE 


boss POISON 


owy un ins irn smc unni mi vide comis 
down Jump over Poison Ivy's spears end 
pet right in front of the Strange Plant 
Pummet it with punchos while its mouth 
is open to moke it salad in ne time. 


THE CEILING'S 
THE WAY 


tou can defeat those 
pesky creepy crewlits 
on the cirlmf by using 
your Grappling Hook as 
« handy weapon 


TO POISON IVY 


THE BATTLE 
CONTINUES 




The antics don't end here-there are two more electrify¬ 
ing Episodes to go? Will the Dark Knight’s lights go out 
in the fttiitf confrontation? It’s a Tight to the end to see 
who "cts the. last laugh... Keep smiling! 
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(SHREDDER - ^ 

liioafe «r*ctfe« typ«i ‘at 
KOKiin! twwe r«art»rwrtqtonr 
, th#fnMhrvs this tlm« with 
IbesiL Bo* M£ 


Radical Raatiua. 


wh crdatad tapacialry for » 
jfrtThdykands of faithful fan* 
of thi famous “h*ro**on Vnk 
Jurffshatf." Tha Qraaofaans 



As Ihe adventure opens, Michelan¬ 
gelo goes out to the pizza place to 
pick up the usual evening fare The 
rest ol the sewer crew is watching 
TV when its reporter friend, April 
O'Neil, disappears while broadcast¬ 
ing a special news bulletin. Fearing 
foul play, the trio sets out to investi¬ 
gate but is led 
unwittingly in¬ 
stead to the 
most heinous 
hideout of Cy¬ 
ber Shredder 




When Mike ictuins m hnd his 
brothers missing, he. loo heads lo 
the house ol horrors This is where 
the terrifying tale begins, and it will 
lake the toughest Turtle teamwork 
to make it out alive Cowabunga! 
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Michaelangclocan cither use his 
Nunchakus as a weapon or swing 
them above his head to create a 
helpful Hell-Hover device. Mike 
can hang in mid-air! 



Raphael's Sais are quite quick 
but have a short range. His real 
advantage is being able to hide 
in his shell to squeeze through 
tight spots 




r 



TMNT III 

RADICAL RESCUE 








Leonardo’s iazoi sharp Katana 
sword is so sturdy that he can 
disintegrate bricks with it! It 
comes in handy at what appear 
to.be dead ends. 




&2I2I3L2ISI2I. 


nn 



t D 



Donatello s Bo is slow but has a 
long reach. His special ability 
utilizes that super sewer sticking 
power and allows him to scale 
sheer walls. 



hiCE - K0M3E3S 


The Fortress is broken into fiv* 
separate areas. In order to proceed 
from one area to the next, you must 
collect an l.C Card from each Boss. 



] AREA 1 (page 80) 


J AREA 4 (page 82) 


AREA 2 (page 81) 
j AREA 5 (page 80) 


! J AREA 3 (page 82) 
ONE WAY DOOR 
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PASSAGE 


THE BEST ROUTE 

142434546474849410 

4941141241341441549 

->8464544 


Sent* n in ihe vwy wxt itlwm lake the narrow 
passage in the lew* right * make vour emrenc* 


I SCRATCH 


Then, wo three tough twlu to complete in this 
Scratch, ' • •. 1 • do an 


you sluuld lump cm 
strike as he heads 
etreight lot you II he 
(Hups only one* yeu II 
have to stay dear of the 
upcoming Scritch 
Attack. Ouck to ivwd 
the Iron 6all altogeihif 


STARTING POINT 


•'rawwn.j ihn’ughlftttJTCtopc 
safer but maneuvering there 
takes a little mere practice than 
it does on the ground route 


SPIKES 


THE FORTRESS 


Inside the Feans*, keep your 
eye out for helpful items like 
the Whole Pizza 11 the upper 
right corner *f Room 2 


Hop jp un - Burn* to uveid the Creepy Crawfies that 
slithor along the fhor 


OOORS 


LEONAROO 


Come back to this spd when yuu have Cerd One. The door 
will open and you will be able to go down the ladder 


There are five doors n this room but two will hove 
to wait until ycuve rescued Donttello in Area 2 


Use the Key to rescue Leo Ho cen 
break thf bncks in the floor end 
you can move on 


SNACKS 


tOu II neve to usd 
v Leonardo to enjoy 
the Pizza feast 
below in Room 6 
Ask him to break 
the bncks m the 
lower left side of 
K the floor and it’ll 
, K be pepperoni ell 
■ round* 


There's n* turning back when you cross the threshold 
of the one-way door in the lower left. 


PIZZA LIGHT 


Don i oop aeo clut with ihe stone ttmrwieg enemies 
in this roam They aren t very Inendly 


Thi wnoit Pi*za <n me lower left 
is closely guarded by lasers. Going 
for it .could be risky* 


FIRST CARO 


This is where you and the recently rescued Leonardo 
will come to get Card t 


fi'm 


sssaBss® 


4 

iivw* tmwmm 
ffctfhK rm*f 

E &t&S 
htim 4 


IP/WVK 





































































































TMNT III 

RADICAL RESCUE 


THE BEST ROUTE 

->21422->23->24-»23->25-> 

26-»27+28-»29-»28427->25 

*30*3f-*3fl 


o 01 er Turtle brothers. Kapttael and Don * 1 
■ Mike j t l • . • . ■ iheir wa • * th 


This I» in* tmlK I spot t(» i ha* p.crua. but 4on 
fo through the tm way doui yit! 


SPIKES 


LASERS 


Us* Mike’s ftuitcritfku HtW How tachnfque n» 
maneuver over tho spiky floor 


Oin baij smmps loudly. 
Mints • big Pick Axe aid 
has |usi ont thing on his 
mind-Turtle Soupl Witch 
carefully for somo special 
attacks lika lha Pick Axo 
Pounca and tht Dash 
Uppercut Dont worry, aur 
Turtles can tako out this 
piece of Irish in no time* 


Raphael is batter protaend thun tha others from iris 
barraga of laser firs y«u II oncount* in this roam. 


SNACK 


VITRICERATON 


Regain same strength with a Pina snack in this 
rtum Dirt Bag is so close you can small himl 


PESTS 


TOUGH 


Whfw-mai i close onel ft will ba difficult 
getting to Raphael if you don i have much energy 


Stay doer d lha paralyzing 
Thunderstot but rf Tncara 
ton jumps, run undamanth 
him and attack from the 
opposite aide. 


RAPHAEL 


Use tha Hell How Tachmque to 
get ova the spikas and make 
your way lo tha upper left to be 
raunrtad with Raphael 




Mopnact ia good lo how in a pinch Use him to gel 
through the narrow path at tha bottom of this room 


Use Raphael to defeat the flying anemias before they 
have a chance to shoot ihtir missile*. 


This re a tough room 
but don't lum back 
now 1 Tnctraton is just 
around tha comar 


Thay say that Raphael hides in his shell because he 
is shy In this cess ha con use this extra measure al 
protection to retrieve the second Card 


00NATELL0 


ttu II want to jump for joy al lha 
sight of Danatatlo, but dont tot 
your head on tha spiky ceding 
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Jst OonMdlo ui 
get down to about 
tht middle pi thej 
mom than switch 
to Leonardo who 
can break ihe floor 
and got the well 
deserved Pizza 


.W**!*'?* 

^ «*«'« mu* kr.. i 


ROOM 32 


THIRD CARD 

Otsirvy <t>* ifiiifl WotK htnn the 
lift in thi floor • f this ream and 
(nil through lha ffaoc to colltci 


ROOM 37 


jjJk 

■fW/it; ***•*'•«< 

*%4t 

4*-,!" 

■ H 


ROOM 


THE BEST ROUTE 

32* 33-* 34-*03*35->36-* 
37* 33 * 34 * 4* 3 * 35* 36* 
38 * 39* 40 


Whoopee! Now that the Tuiii 
back together again, they can 
bine their special skills and • ^ 
to collect Card 3 and go thi • 
Door 3. 


imurtfoi 


CAR HOPS 


Uli outside the Fwtiess isn t nwriy as hard as it is 
inside It's jusl a short visit though 


Raphael can squeeze through to retnevt the Pizza 
ihffli Oon can break through the door on Iht fight side. 


Destroy in* Moor chaniju id 
Raphael end fall through to get 
the Heart, thin chtngo beck to 
Oon to get to ihe surface again 


l hen lire rwu Pizzas m ttos room Out only om is attain 
t. Avoid the Feet Can Cars by jumping over them. 

— .— 

GO BATTY 

Thu* Bats will drive 
y*u up Ihe well as you 
try to scale it safdy 


l 


FALL OUT 


Passing through this mom is tough, but don't fall or 
you II have tu start back el Room 37 

l:liHPil!'l TAKE HEART 


You could reach this room back in 
Area 1 but you couldn t conimuB 
through it When you reach it now 
though you can centinue going up 


MUili'iUPl 


FRESH AIR 



That rabid reptile Scale Tale has hid¬ 
den the Ninja Turtles' martial arts 
master. Spltntcr. somewhere in Area 
4. They've had close calls before, and 
nothing can slop the Teens from res¬ 
cuing their missing mentor. 


THE BEST ROUTE 

41*42*43*45*46*47*48 
*49* 50* 51*52* 53* 52* 
51*50* 55* 56* 57* 58 * 59 
*60* 59* 56* 57 * 56 * 55* 
50 * 54 * 49* 48* 47* 46 


ROOM 41 


PIZZA DELIVERY 


U imniulfl mink 



Use ODiiaidlo to yet ihe Pizza 
wailing for y»u on the right side. 



Waicrt yuur step 1 The 
mines in this room could 
quickly turn your first 
step into your last 
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HEART 




jKmi 


&*»ak ttii lh»* on 
911 a helpful HturL 





ny Wk 

jWfSUt 




Adomw Hun in ihi$ iomii tiwuio pui fw it iiMainuin Hit hirnc 



FOURTH DOOR 


•1111 amiiR 

••an 11111 il' 




TMNT 111 

RADICAL RESCUE 


ONE-WAY 

1 «K> «'» nitt-way ton an the left to return u» Room 
49 if olher cwrtiir moms 


ROOM 


LADOERS 


Th«« nr «wc UMm* m lha loww righL One tads 
to Pizza and tht othtr u Card 4 and Splint* 





HELt-HOVER 




Use Mikts Heli Hov* technique to float fnm the 
middii leddr id thi left 


ROOM 47 


* niiea imoi rcasoMwy unsca 

SlOE PASS 

• ^ ■■ ■■ » i^pr" — 

into. v. 

1 

m running-inti aom 

MtOKMCX! - - - 

* 

MOVE ON 

1 

1 

innH.'.m 

lather thin usrea Denai 


H*ad duwn 4i»uj iht flcn room os quickly as ptssiblt Ham's mother rtom mat yuu dtn't want 10 nan.i tin vary 

Stay en either the right or lift side. long in To gat to Room 49 head toward tht Itwer right 


LADOER UP 


lump in the Udders tn the air tn go ujt 




ROOM 53 


1 s anum* maitu whue you must how ovtr SpiKts 
hits waiting for the lea Spikes Id tall 


IUlHli'iH’1 ICICLES 

w * 

V^atipulaung ihe failing Ice Spikes is easy whet you 
w something him la stand on. 


FOURTH CARO 


Seven rooms make up me final Area, toileet Pizza* 
in Room 66 La prepare for ihe final fight against all 
twe Boshmy and the sinister Cyber Shredder itself 


When he stands vwy dose Ihe 
Scaly om will wiggle his (ail anti 
swing 11 at you Try u> pmvtke him 
though as this is ihe bts? time to 
ttlack. Run uidtftealh when hi 
• mps and hit him Irom behind 


SCALE TAIL 


THE BEST ROUTE 61462463464465466467 


ISwBBi 


ONE-WAY 


Tikt the one way door in tht Idvwi ngnt Ultf you 
will come back through the upper nee-way door 




CHOW OOWN 




Use Umulrilo li gei me Pig- but Ot cenrij?-(f you 
d»n I walch the flames. you II be a toasted little Turtie 1 


STAIRS 


Ge n» tne <»pp« ngnt iu get to Scale Tail If you've 
done so. ga down ihe stairs to meut Sphmtr 




LASERS 


The lasers will meke it Hugh Out try to commie 
yuur inrgy You II need every ounce ftw Scale Tail* 


ROOM 


SPLINTER 


Jump down and go imo the nght 
dor to necuo Splinter wth fiw 
Scale Tail sKiy %u will then end 
up on the left side 
and will be able to 
continue up and left 
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Straight from the minds that 
brought you Tetris, the most fa¬ 
mous puzzle video game in the 
world, it's Tetris 2. Nintendo is now 
serving up this excellent two-play¬ 
er game for NES and Game Boy! 
The NES version, which we re¬ 
viewed last month, features a split¬ 
screen view for two-player compe¬ 
tition, whereas two-player Game 
Boy action uses the Game Link. 
With numerous ways to attack your 
opponent, be it the computer or 
your very best friend. Tetris 2 
action and challenge will last for 
hours on end. Tetris 2 is a game that 
is destined to be a hit for all ages! 


f IWllw^TrttblhirejitUtdtriirmftrfEHTtliViZCciwJliBiJW PiW 
S*n«afe and sub Hcrnsa* to NUMCftfe C l*» fUdlet-IW Software. IW 1W 
Nlateuda. Ml Rights Rrvmt Origin*! Trtrfa enucef*. irdgn mmi pragrut by Ala* 
PukiiNi 



m 


Game Boy or NES—What's the difference? 



A 


side from the obvious differ- 
- * cnce, NES being full color 
m and Game Boy black and 
white, there are a few other differ¬ 
ences in these great puzzle games. 
The Game Boy version features a 
Puzzle mode in which you have to 
complete each level ustng the fewest 
moves possible, similar to Yoshi’s 
Cookie on Super NES. The Puzzle 
mode isn’t a part of the NES game. 
The split-screen, two-player NES 
game is a little easier to play than the 
two-player mode on Game Boy. Plan¬ 
ning attacks on your opponent is a lot 
easier when you can see what you’re 
both doing! Similar moves result m 
similar attacks in both versions. All in 
all, switching between the NES and 
Game Boy versions of Tetris 2 is no 
big stretch. 


NES Version 


^x< xx : xxxx < 


Geme Boy Version 



The object in Tutris 2 is to ilimmata sli of the flashing 
blocks on the screen. Tho blocks are black, white and gray 
and you must line up three blocks of Ihi same color to get 
nd of them, just as you did in Dr Manil 




In tho NES version. the hig differ 
cnca is color Again, the object is 
thi sama Eliminate the flashing 
blocks to clear the screen. Tho 
split screw makis tha iw> player 
mode loads of funl 
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Puzzle dode 



TETRIS 2 



he Tetris 2 Puzzle mode is a Game Boy exclusive. 
In this mode, the objective is to get rid of the 
flashing blocks and clear the screen, just as 
you do in the Action mode. The difference is that the 
number of moves is limited in the Puzzle mode. Chal- 

1 Level Five—1 Step 



\ 


One Mew* 

On Level Fiwi you gel your first chance to finish a 
Lewi in one mevu All you need to do is drop the 
four | hoc* block right down the middle* 


t 


h 


! B B HI 

* ♦ ♦ « < 

yy yy 

o o o o 



Ji m 
'spy 

o on o o 

i • -fo> ♦ ■ 



lenge yourself by trying to complete each level using as 
few moves as possible. If you make the right moves, you 
can even clear a screen using a single move. If you liked 
the puzzles m Super NES Yoshi’s Cookie, you’ll love 
Tetris 2 for Game Boy. 


Level 7—3 Steps 





Rrsi Second Third 

H takes just three steps 10 finish level Seven The 
first tan qd on the sides dI ihe top block. Then just 
match colors and watch the blocks disappear) 


t 


2 



Link Up For 2 Player Action I 




T 


ctris 2 heats up when you plug 
in the Game Link option for 
the two-player game. The 
object is to clear all of the blocks from 
your screen before your opponent 
clears his or hers You can make the 
job more diflicult for your opponent 
by either creating a Chain Reaction or 
clearing a flashing block from your 
screen. When you create a Chain 
Reaction by cleanng multiple lines at 
once, it makes blocks fall more 
quickly on your opponent’s screen. 
When you clear a flashing block, it 
eliminates a space on your 
opponent’s screen, giving him 
or her less space to maneuver. 

A combination of the two is a 
powerful one-two punch. The 
first player to win three games 
takes the match. 





ftu con choose to pity 
your best fnend or 
challenge tho computer 
Battling a real person is 
loads of fua foil the 
amputee is tough* 

Whether you play the 
computer or • friend you 
can pick from throe diffi 
culty levels. Us® the 
Easy Level as • practice 
area for ell peris of Ihe 
gam® 



■ 




When you dtfeat the 
computer m the two 
pleyw mode, you IJ break 
its icon. The levd Icon 
will show up on the 
screen end shatter like a 
dropped plets It will than slide off the screen end the 
computer is reedy to challenge you egaml 





SCORE Ti 




LOSER! 



rf 


When you lose to the computer 
Ihe difficulty leval icon comes to life. The Felcon will flap 
its wings and the Oog will bark* Unfortunately, you hove to 
lose to see these cool screens. 
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The world loved iheir car¬ 
toons, Game players loved 
their first NES game. 
Now, the Rescue Rangers 
are back in another great 
two-player game by Cap- 
com. The characters and 
action of the first game 
Mxtttn w>4Ui S U-. . 
and cfc Jlenging tdven- 


‘ 1993 Capcom US 


at Cat has escaped from prison and the city cow¬ 
's. ers in terror. The ultimate feline bad guy has 
^threatened to wreak havoc on the city until his 
J demands are met. Can Chip and Dale stop him 
/ before it is too late? Tune in and find out! 


86 MATE. 











































/ Chip is the serious hail of this famous 
duo He will always keep his wits about 
him. a skill that comes in handy during 
high stress situations 


Dale is the less serious of the pair He 
leads his life a tad more carefree, regard¬ 
less of the dingers around him He is 
rarely afraid of his surroundings 


. This brawny rodent 
\ will bring help when 
, Chip and Dale need 
n Look for him to 
refill your Power 
1 Meter before you 
confront a boss 


If you and a friend play a two-player game, 
both Chip and Dale am save the day! Both 
characters play exactly the same, so it 
doesn’t matter which one you choose. You 
can both work together to save the city, or 
you can compete for the most points. It is 
much easier to beat the bosses when two 
of you lake them on! 


Tm prayu jcifun doubles yun fun ant maki a in- yam's a 
breeze. The bosstsare tasmr to heat when it s two against om 


* ihb bomb 9 


The Rescue Rangers are an odd assortment of 
heroes, each with his or her own skills. When you 
begin the game, you can select either Chip or Dale 
Both characters have the same abilities, so it 


doesn’t matter which one you choose. Although you 
can’t use any of the other Rangers, their skills will 
come in handy throughout your adventure. 


ZIPPER 


Zipper’s strongest feature sets 
him high above the other 
Rangers. His powerful little 
wmgs can scoop trapped Rang¬ 
ers out of dangerous 
situations. He likes to 
hide in crates 


GADGET 


Gadget is the mechanical wizard 
of the group From Fix¬ 
ing airplanes to defusing 
bombs, she can do it all 
rcnch m hand, she can 
save the dsv! 

































































































































In Drder Id coNect all of Ih t 
Bonus Items afong ths tDp Df ths 
scnon you mu si jump onto the 
first cork Jump from cork lo 
CDrk as they explode 


At the rear of the restaurant, 
the Evil Water Rabbit and his 
squirter are waiting for you. 
You must avoid being hit by 
the water he sprays while 
you’re collecting crates Hit 
him with seven crates to beat 
him 


WhEn you grl stuck in tha smk hil the gianl 
craw Id rnlease Zipper Whan ho flios lo tha 
top of tha screen ho will turn Dn tha faucel 
and begin filling up the sink If you ndi Ihr 
gravy boat Id the lop of Iho srnk you can 
continue your siarch lor lh« bomb 


5 ol Ice sey 

e downtown reetaurant hi 
received a bomb »hre«t 


The Police Department has received word of 
a bomb threat at a local restaurant. If the Rescue 
Rangers can’t find the bomb before it’s too late, 
the restaurant might be destroyed. Gadget and 
Monterey Jack will check out the situation 
before you arrive and help you with Power-Ups 
and information along the way. 


Hurry to the restaurant and find the hidden tune 
succeed the restaurant might be destroyed! 


WATER RABBIT 


yfe 

. 


r 

■ \ 1 





























































































































W Ich out for the hungry fish as you work 
Mmnnjti ttrp sewirs 11 yuu s-jd mm fctrow you 
Iherr is a good chance thal a fish will Iry 1o gat 
you Nit tin i fish wilh crates 1o get rid of them 


Thrsp spm^d little creatures can 
be quite a pain Garry a crate 
wherever you go so you can 
throw ii al the porcupines as 
soon ns they turn around 


Hit Ihis swilch before you leave 
the screen and you wiN open a 
door on the left Monltrcy Jack 
is wailing inside the door io give 
eoch of you i cookie Yum 1 


UutfVtfi 




After making it through the sewers, the Rescue Rang¬ 
ers arrive at the docks. Explore Fat Cat’s ship and try 
to find the Urn of the Pharaoh. Be carefUl of the deck 
hands on board. They are large weasels that are paid 
to take care of the Rescue Rangers. 


Fat Cat has stolen the Urn of the Pharaoh 
and is going to sneak it out of the city on his 
boat The Rescue Rangers have to get down 
to the docks as fast as they can. Work your 
way through the sewers so you can stop Fat 
Cat then return the valuable urtifact. Be 
careful—sewers can be dangerous! 


The hinyrv fish and evil bats are only a couple of the dangers you must avoid in 
tha sewers. Tiy to grab all crates so you can keep the Rangers powered-up. 






















































































































































There is " penguin uniting to ttack you 
immediately past this Ian Vou may have trouble 
beating him 

wtim your cratt Jn ^ ill 

flits away so --JE' ' 9 1> 

float to the top £ 

platform 'iid -T, W\[ 

ivoid his attack. 


When you get to these Qinnt farts 
you can float on the air streams and 
coiled the Bonus hems Jump high 
when you get into the air stream to 
ke«p from landing on the fan blades 
If you miss an Item jump up and tr^ 
again 


If you are carrying a crate when 
you |ump into the air stream it 
will fly away 


I refTHBff ft:* MSe | (T . l fSO | &?AWA \SSI EE .- 1 S> i -fcVi W* 


Monterey Jack can bw found 
in every stage of the game, 
but sometimes he is well hid¬ 
den. Take the time to explore 
all of thw different areas so 
you can locate his secret door 
If you find him, he will give 
you a cookie that ref ills 
your lifdme. It's worth 
the search' 


Fat Cat has escaped from the ship 
with the Urn, but Zipper spots him 
sneaking into a ware- ^ 
house. Chip and Dale 
follow close on his 
heels. As they enter the building, the 
door slams shut, and they find them¬ 
selves trapped in a giant freezer! 





















































DISNEY’S CHIP ’N DALE 
RESCUE RANGERS 2 


CHOST DOC 


This ghostly apparition will contmui to hiunt 
you throughout this stag*. Use a crate to 
difeat it whentvir it returns 


You must be very cartful as you work 
your way through this stage Mjny of 
the platforms are Very small making 
them easy to miss in the dark. 


If one of I he pictures on the wall is cn 
the screen when the lights go out i 
pair ol olowing eyes will attack you 
These are tough to hil so try your best 
lo ivoid thrm instead 


After the Rescue Rangers escape Irom 
the Haunted Warehouse, they follow Fat 
Cat into the Amusement Park There arc 
three different areas of the park that you 
can explore tn any order When you do 
find Fat Cat. be ready for a hefty fight 1 


Fat Cat has released the evil spirits 
from the Urn of the Pharaoh in an 
attempt to take over the world. Now Fat 
Cat’s warehouse is overrun with all 
sorts of nasty ghosts. Scary, scary! 












































SHADOWRUN 


1 

ffi 

V 

| HOW DO 1 DEFEAT THE JESTER SPIRIT? 



B efore you take oil the Jester 
Spirit, talk to the Vampire 
below the Dark Blade 
Mansion When you threaten him 
twice with the Stake, he'll tell you 
that the Jester Spirit s true name is 



Thrnatpn ihe Vampire with the Stike to Item tho 
Jeslur Spirit s Irue nemo 


Laughlyn Now go battle the spirit 
Keep attacking him until he says. 

You are a fool to come here You are 
no malch tor the Jester ** At this 
potnt. ask him about Laughlyn. By 
doing so. you will capture him Ask 



Kcap attacking Ihe Jester Spirit unrl he tells yoi 
that you re no malch .'or him 


him ahout Drake next to get the 
Volcano Key Word, which allows 
you to travel there Alter defeating 
the Jester Spirit you can pick him up 
and carry him as an item - just whai a 
Shadov. runner needs 



Capture Ihe Jestrr Spiril by oskmg nbotii laughlyn 
then osk him about Drake 



HOW DO I GET RID OF THE MERMAIDS? 



A fter you dtleal the Vampire 
in the Dark Blade Mansion, 
return to the Wastelands 
Club Talk to the Club Manager to 
learn about lee. then ask the Busy 
Man tn the lower lelt corner ol the 
club to deliver a load to the Docks 
When you return to the Docks aftei 
the Icc ts dcltvered. the Mermatds 
will be gone You can now talk the 
Boat Drtver into taking you to 
Bremerton 



After you <jo IQ Itic Docks return 10 the Wasldmds 
Club and lulk 10 thi Busy Mm 



Porsuacit iht Busy Man 10 flelivc let to ihe Docks 
It will make the Mermaids Irnvn 
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THE 7TH SAGA 

HOW DO I GET THE WHISTLE? 



Christie Pettier 


T he only way to gel the Whistle 
is to return to talk lo a man in 
Rablcsk after being defeated 
by Romus Go to ihe house of the 
couple who live in the southwest cor¬ 
ner ot town. (You probably talked to 
them when you were here earlier.) 
When you talk to the man. he will ask 
you if you've been to the Castle, then 
he'll give you the Whistle Return to 
the Castle armed with the Whistle 
When you use it, you will defeat 
Romus instantly 



I i HOifNr >HV* #©!* 

tit* If you had 
hi I tad lonflar. 


If you are defeated in your first attempt at beating 
Romus.you'll be sent back to Rnblesk 



W* iw* ur Aalp* 
This JV w» Hh i sti • m 
fowjd on th* tr, - v* t*r 
«h*h Ha 'bur^Bd^im. 


Talk 10 lha ma n tn the southwesi corner of town to 
gettba Whistle Usr rt on Romus 


HOW DO I MOVE THE BOULDERS IN THE CAVE OF MELENAM? 



0 

I f you reach the Boulders in the 
Cave of Mclenam withoul Brantu 
by vour hide, you will be unable lo 
move them. Return to ihe town of 
Zellis, which is east of the cave Go to 



lo gel past lhese Bouldars.you must havelhc histo 
nan Brantu, with your perry 


the inn and talk to Brantu. the histori¬ 
an. His knowledge ot history is 
impressive It you allow him to join 
your party, he will travel back to the 
Cave of Melenam with you. When you 



Go to thi- Jnn m Zellis end talk to Brontu Enlist him m 
your perty and return to the cava 


arrive there, he'll move the Boulders 
that impede your progress Pick up the 
Wind Rune front the east side ol the 
cave, then continue through the cave 
to the town ol Melcnam 



Braniu will use his knowlodga of history to find a 
way to mova thu great Boulters 



HOW DO I ENTER THE CASTLE OF PATROF? 





T he entrance to the Castle of 
Patrol is hidden Walk over to 
the east wall oi the City of 
Palrof Follow the wall north until 



Follow thr uast wall in thn Crty of Patrof up until you 
find the town’s Cemeti ry 


you reach the Cemetery. Read all of 
the Tombstones until you find the one 
that reads, "Do not dtsturb this 
Tombstone 1 *’ Ignore the warning and 



Read lhc inscnptians on all of tha Tombsionss until 
you fin the one with ihe warning 


shove the Tombstone up to uncover a 
secret passage that leads into the 
Castle Step inside to take the short¬ 
cut 



Push up on the Tombsionr to uncover a sncrpl 
anlrance that leads mio the Castia 
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THE LEGEND OF ZELDA: 

LINK'S AWAKENING 

HOW DO I DEFEAT THE BOSS 
MOBLIN TO RESCUE BOWWOW? 



Steve Burley 


T he Moblin Boss shoots arrows 
at you then charges the wall 
Use the Roc Feather to jump 
over the arrows and avoid his charge 
After he crashes into the wall, n takes 
him a moment to recover. While he‘s 
still di/zy. run up and strike him with 
the Sword a few times He’ll flash 
when you're doing some damage. 
Repeat the steps until you beat him. 
then continue to the right to find and 
rescue Madame Meowmcow's pre¬ 
cious BowWow 



Ihp Moblin leader isnl tong on brmn power He 
shoots arrows then charges right mio the well 



While ho f s still daz^d from his collision with iht wall, 
rush up to atttck him with your Sword 



G o down two screens from 
where you found the 
Flippers, then go left one 
screen to a room that has tiles on the 
floor. Step on the different tiles until 
you find one that flashes After you 



Walk down and loft io the room wrth the tiles, then 
find one that Hashes when you step on it 


step on it, try to find another one that 
flashes. Your goal is to step on the 
tiles in an order that makes all Five 
tiles flash If you fail at any point to 
make the next tile in the series flash, 
simply start again with the first tile 



When you re able to make all of the five tiles flash, e 
sccrcl slairway will appear 


that flashed. When you make alt five 
of the tiles flash, a stairway will 
appear Take the stairs down to find a 
Treasure Chest that holds the 
Nightmare Key. Now you can enter 
the Nightmare's Lair. 



Takft the stnirw&Y to the olher side and go down i 
screen lothe Chosl wilh the Nighimar* K**y 


? 1 HOW DO i GET RID OF THE GHOST THAT'S FOLLOWING ME? |? 


I f you return to Animal Village 
after you learn Manbo's Mambo. 
a ghost will follow you when you 
exit the town He's a lonely ghost 
who asks you to take him home First, 
go to the House by the Bay and step 
inside. Apparently, this is the ghost’s 
former home After taking a look 
around, the ghost will ask you to take 
him to his grave. Head north toward 
the Cemetery You won’t find his 
grave with all of the others, though. 
Look for a lone tombstone that's 
northwest of the Cemetery The ghost 
will thank you for your trouble by 
giving you a tip 



The lonely ghost starts tagging along lifter you leave 
Animal Village If you visit a Phono Booth you’ll be 
told lo tike lhc ghosl where he wants lo go, which 
appears lo be to the Nous* bythoBay T ake him 
Ihere first. 



The ghosl seems even more sad after you visit his 
former home Now lake him Id his grove, which is 
northwest of lhe regular Cametery He II lell you lo go 
back lo his homo Check the pots there to uncover • 
Siashell 
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DRAGON WARRIOR E 

HOW DO l GET BY THE ENEMIES IN 
THE DEN OF GIGADEMON? 



i 


Eric Smith 


T he Den of Gigademon, whieh 
is west of the Last Refuge, is 
one of four underworld dens 
that you must explore in order to 
remove the shields from Necrosaro’s 
Palace. Some of the enemies in the 
den mirror your movements, and. if 
you touch them, they hoot you right 
out of the den. Follow these direc¬ 
tions to gel past them From the 
stairs, walk up four steps, left four 
steps, up four steps, right four steps 
and then go straight up the stairs. 



The enemies that mirror your movements will kick 
you nght out of thi df n if you touch them 



Walk up four leftfour up four right four to reach 
these steps Go straight up them 



WHERE DOjFIND THE GAS CANISTER? 



F irst, disguise yourself with the 
Staff of Transform and go to 
the meeting being held in Dire 
Palace. After you talk to everyone, 
Saro will appear and tell the assembly 
that Esturk, the ruler of evil, has been 
revived and is in Aktemto Mine 
Leave the meeting and return to 



When you otti nd the meeting in Dire Palace, you II 
learn that the evil Esturk has been revived 


Aktemto Mine. Go deep within the 
mine to where you found miners dig¬ 
ging earlier Now you’ll find the 
entrance to Esturk\s Palace there 
Enter the palace and climb to the 
third floor to meet Esturk. You must 
defeat him to get the Gas Canister, 
but battle with caution -- he is capa 



Take Esturk on m bfcltie When you emerge viclon 
ous, gp-t the Gas Canister from the Chest 


blc of emanating eerie lights that can 
cause 60 damage points to your party 
members. Alter you destroy Esturk, 
get the canister from the Treasure 
( best and take it to the Item Shop in 
Riverton There, you can exchange it 
for the Balloon, an item that will 
prove to be very useful 



Take the Gas Canister bock to the Item Shop in 
Rivorton and exchange n for the Balloon 



WRITE TO 

Counselors' Comer 
PO. Box 97033 
Redmond WA 
98073-9733 

CALL 

(206) 885-7529 
Nintendo Game Play 
Counselors are on call 
Mon -Sat. 4:00 am 
to Mtdmgnt and Sun 
6 00 a m to 7-00 p.m 
Pacific time 


GO STRAIGHT TO THE SOURCE: CALI THE NINTENDO PROS 


VOLUME 56 95 

















































H ave you ever wanted a little more than recognition accomplishment. Now you can gel something more for 
for your achievements 9 Some games are just plain your labor Check out the Super Power Club Challenge 

tough, and beating them should be a certifiable below. It's all new this month’ 


CHALLENGE 


MORTAL KOMBAT 


Can you defeat Reptile on the 
Hard Level? 



FINAL FANTASY 
ADVENTURE 


What is the lowest tevel you defeat 


Take a pholo light 
after yoiii batllc 


Julius at? 



COOL SPOT 


Can you completely spell UNCO- 
LA on the Hard Level? 



You II need to ieach all 
o! the Bonus levels 


WICKED 18 


What is your lowest score after 18 
holes of golf? 



t 

i 

What is your all-time best score? 


Gel those viruses 
beftxr thrygel you 1 


- 



DR. MARIO 


TECMO SUPER BOWL 


How many yards rushing can you 
tally up by the end of the season? 



Tiy no! lo pass tho 
ball on your road lo 
victory 


SUPER POWER CLUB CHALLENGE 


*- 




& 




i> 


a 


o 








The lop 25 players that best meet the monthly challenge will be 
aw.irdcd 4 Super Power Stamps for use towards the purchase of 
Super Power Supplies. Send all eligible entries to the 
address at right. The entries should include the following; 
Name, address and Membership Number of the player and a pho¬ 
tograph of die completed challenge (which must include the 
system in the photo). All entries must be received by 
January 31,1994. Winners will be printed in a future issue of 
Nintendo Power and will be notified by mail. All scores printed 
arc decided by Nintendo Power Staff. All decisions are final. 


STAR FOX 


What is the lowest score you can 
finish the game with? 


ii 





! 


Your photo must 
include youi final 
score 1 
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POWER PLAYERS 


| SUPER SCOPE 6 | 

Highest Scores on Mole Patrol. J 

Terry Trush 

999,999 

Woodhaven, Ml 


Jason Adami 

872,544 1 

Crowley, TX 

Edward Seal a 

850,442 

West Middlesex, PA 
Jorge Verdugo 

768,962 ! 

Calexico, CA 

Kevin Kaddatz 

710,170 1 

GreenField, W1 

Rac Miller 

680,552 | 

Huntsport, NS 

Patrick Gee 

667,046 

Albuquerque, NM 
Tim Chase 

629,934 

Sweet Home, OR 
George Samms 

621,524 

Kirkland, WA 

1 




Best Scores. 


Jordon Bouray 

17.083.860 

Gresham. OR 


Mikael Rcney 

1 2,758,570 

Ste-Margucnte, 

PQ 

Jake Sehuinnann 

12,356.990 

Dwight, KS 
Matt McQuary 

11,436,200 

Leesburg, VA 
James Brown 

10,190,160 

Lisbon, OH 
Kathy Gocssinger 

9,854,720 

Milford, CT 



PRINCE OF PERSIA 


Most time left at the end of the 
game. , 


Scott Bilycu 
Moweaqua, IL 

51 min 

Juan Torres 

South Gate, CA 

48 mm 

David Wenger 
Anderson, IN 

47 min 

James McQuown 
Tucson, AZ 

42 nun 

Russell Wcisgarbcr 
Regina, SK 

38 min 

Pam Powers 

Pleasant Hill, CA 

32 min 




ROAD RUNNER S DEATH 
VALLEY RALLY 


Highest score at the end of the game. 

Ryan Wick strand 914,220 

Meriden. CT 

Joanne Sacksteder 462,750 

Kent, WA 


PAC-MAN ] 

1 

Fewest levels to reach 50,000 

1 points. 

Jack Harbor 

6 levels 

Washington D.C. 


Jenny Wcsterlund 

7 levels 

Brooklyn, NY 


Kathy Jung 

8 levels 1 

Portland, OR 



’-1 

SUPER BLACK BASS \\ 

$\ 

: 

Biggest Bass Caught. 


David Murawski 

24lbs l4oz 

Lake Zurich, 11. 


John Dorton 

24lbs 1 loz 

Speedway, IN 


John Bestor 

24 lbs 4oz 

Kansas City, MO 


Mike Lttman 

24Ibs loz 

Rantoul, IL 

- - 


- I 

ACTRAISER j 

Finished the game at the lowest level 1 

Jackie Chiang 

Level 10 , 

Virginia Beach, VA 


Duke Hoang 

San Francisco, CA 

Level 10 

T.J. Roc 

Level 10 

Grandy, NC 


Juan Torres 

Level 10 

South Gate, CA 

- 


I 


METROID 


Finished the game with the best ending. 


Tim Rosenburg 

Best Ending 

Vancouver. BC 


Stephen Morgan 

Best Ending 

Roseburg, OR 


Johnaihan Crawford 

Best Ending 

Cecilia, KY 


Jannah Lilly 

Best Ending 

Gig Harbor, WA 


Richard Keogh 

Best Ending 


Thousand Oaks, CA 



Send us your name and address with 11 photo of your 
accomplishment! To take a photo of an NES or Super 
NES game, use a 35mm camera without a flash. Turn out 
the lights in the room, hold the camera steady and shoot 
your best shot! To take a Game Boy photo, place your 
Game Boy on a flat surface, then take your photo using 
natural light. Make sure the system is included in your 
photo. Nmtcndo is not responsible for lost or 
late mail. All scores printed are decided by the 
Nintendo Power staff. All decisions are final. S6fld tO 


NINTEN00 POWER PLAYER'S CHALLENGE 

P0 Box 97033 
Redmond, WA 98073-9733 
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AN OFFICIAL 


drivers 


AUTOGRAPHED BY 


STEWART! 


OO0 


road: 


?R0M 


TRADEWEST 


T-SHIRTS 


To enter, either fill out the Player s Poll ies. onsc card or print 
your name address, telephone number, Vol -6, and the answer 
to the trivia question on a plain 31/2“ x 5“ card Mail your entry 
to this address 


advoi nsements or promotions on behalf of "Nintendo Power 
magazine or Nintendo of America Inc (NOA) without further 
compensation Prizes are limited to one per household. 

Chances of winning are determined by the total number of 
entries received The ratio of prizes to entry cards distributed 
is 561,000,000 No substitution of prizes is permitted All 

E rizes will be awarded To receive a list of wmnars, which will 
e available after February 28,1994, send your request to the 
address above 

GRAN0 PRIZE NOA will provide air travel and accommodations 
for the winner and one guest If under 18, the winner must ba 
accompanied by a parent or guardian The winner must also 
provide a written release to NOA Estimated value of the trip is 
55,000 Exact d3te of the trip is subject to determination by 
NOA Some restrictions apply Void where prohibited by law 
This contast is sublet to ail faderal, state and local laws and 
regulations 


NINTENDO POWER 
PLAYER'S POLL VOL* 56 
P.O* BOX 97062 
REDMOND, WA 98071-9762 


One entry perperson, please All entries must be postmarked 
no later than February 1,1994 We are not responsible for lost 
or misdirected mail On or about February 15 ( 1994, winners will 
be randomly drawn from among all eligible entries By 
accepting their prizes, winners consant to the use of their 
names, photographs, or other likenesses for the purpose of 


OFFICIAL CONTEST RULES 
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JANUARY 1994 


Jonuory looks like the month of the fighting gomesl Mortal Kombat, Street Fighter II Turbo ond the orig- 
inol Street Fighter Q oil oppear in the Top 5 this month. Mortal Kombot is pummeling the competition 
on the Gome Boy chorts os well os it moves up to number three. 


f 

- 

34,080 

POINTS 

2 MONTHS J 



CT 



13,726 

POINTS 



MONTHS 


SUPER NES 


MORTAL KOMBAT 


0 7,708 


POINTS 



Mortal Kombat hits the 
charts with a vengeance! 
This action is number one 
3j again this month. 


•7 6.852 

/ P OINTS 

8 


9 


4,533 | 

FONTS J 

3 943 j 

POINT S J 


STAR FOX 

SUPER MARIO KART 
FINAL FANTASY H 
MEGA MAN X 


STREET FIGHTER n TURBO 10 


3,477 

POINTS 



The fans are fighting for a 
I chance to play the bosses. 
Only the Super NES has 
them at turbo speed! 

THE LEGEND OF ZELDA: mS™ 

jp Link is going to have to fight 
harder if he’s going to make 
it back on top. Fight Link, 
fight! 


3,403 > 

POI NTS J 


ii 

flO 3,080 1 
I 6 POINTS J 



MARIO PAINT 
MIES ATE MY NEIGHBORS 
DISNEY’S ALADDIN 
F-ZERO 

14 i SUPER EMPIRE STRIKES BACK 

SIMCITY 

SUPER MARIO WORLD 


2.602 “1 
i I 


2,381 [ 

POINTS 


POINTS 


SUPER MARIO Sk 


Four games in one 
Game Pak 7 This one 

7.943 

POINTS 

will be popular for a 
long time to come! 



TBEWORtl! 
WASRIOR 

tf the fighting and speed 
of Turbo get too fast for 
you to handle, check out 
the original 


15 POiNTS 

36 

I17&S&1 FLASHBACK 

MADDEN NFL ’94 
NHL STANLEY CUP 
P.T.O. 


3TS5sj 

17 


2 , 34 T 

POINTS J 


20 FONTS 
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& 20 




21,436 

POINTS 

[ 9 MONTHS 



16 MONTHS 



2 MONTHS 



GAME BOY 


THE LEGEND OF 2ELDA: 


LINK'S 



6 


11,004 
POINTS I 


W 

$ 






Link may have slipped on 
the Super NES charts, hut 
he’s hotter than ever on the 
Game Boy! 


J 6,365 


SUPER MARIO LAND 2: 


8 

[9 


POINTS 

5,327 

POINTS 

5J70 1 
POINTS i 



6 

GOLDEN COINS 


flO POI NTS 


Mario’s second Game Boy 
adventure is still popular, 
but he’ll have to work hard- 
er to take the top. 


n 


4,218 

PdHNTS 


MORTAL KOMBAT 



Mortal Kombat hits the Top 
20 with a double whammy’ 
Both versions of this game 
are hot 1 


KIRBY’S DREAM LAND 

King Dcdcdc is no 


match for this puffball 

11,115 

POINTS 

hero. Kirby’s action is 
' great. 


IWETROID fl: SB, 

Samus is wiping out 
Mctroids left and right 
tn her second quest. 
Check it out! 


SUPER MARIO LAND 
TETRIS 

IURASSIC PARK 
FAOEBALL 2000 
FINAL FANTASY LEGEND 
OR. MARIO 
MEGA MANi 
MEGA MAN n 
MEGA MAN m 
THE REN & STIMPY SHOW 
FINAL FANTASY ADVENTURE 
GOLF 

18 raNTS KIRBY’S PINBALL LAND 


3.885 
! I £ POINTS 



[13 POINTS 

(34 
(35 


3,351 

POINTS 

2.869 I 
POINTS I 


1C 2,792 
I D POINTS 


17 2.749 
I / POINTS 


19 §S YOSHI’S COOKIE 

20 «) 


FINAL FANTASY LEGEND n 




1 


'51 MONTHS 



NES 


SUPER MARIO BROS. 3 mm 



The Mario revival has 
begun. Super Mano Bros. 
3 has jumped back to the 
top spot this month 


7 POINTS 

8 
9 


5.886 

POINTS 


THE LEGEND OF ZELDA 


5,355 

POINTS 


MEGA MAN E 
FINAL FANTASY 
MONOPOLY 




I Ll I 8 


i 


Link’s original quest must 
bo good. It's been on the 
charts for 64 months! 


11 pffiL 1 TEENAGE WANT NINJA TURTLES 

SUPER MARIO BROS. 2 


KIRBY'S ADVENTURE 

Jl, _-J Kirby’s first adventure 

T« was § oocI ’ * 5ut his second 
-—®- adventure has even more 
action 


flO 4,253 1 

I4C P OINTS 

IQ 4,23T^ 
l a POINTS. ! 





16 



TECMO SUPER BOWL 

Who do you think is 
going to win the Super 
Bowl? Pick your team 
and go for it! 


MEGA MAN 
MEGA MAN I 
DR. MARIO 
MEGA MAN H 
TETRIS 


3,957 





JURASSIC PARK 1IM 

The Raptors are loose! 



O 7^7 The Raptors arc loose 

POIMTC Can y° u sto P their 
ruiiNi^ before , fs tOQ 1;Uc ., 


MEGA MAN 
19 m 8ATTLET0ADS 

ZELDA n: THE ADVENTURE OF LINK 


(20 ^ 
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LOOK re A THESE RELEASES SOON 


MEGA MAN X 


SENGOKU 


Company 

Suggested Retail Price 

Release Date. 

Memory Size.. 


Capcom 
Not Available 
January 1994 
.12 Megabits 
>... Action 


Game Type . . 

The Blue Bomber’s first adventure on the Super NES lives 
up to everyone's expectations. With the mechanical men¬ 
ace even meaner than ever. Mega Man must blast his way 
past eight bosses* but not Dr. Wily Don’t miss the review 
this month for the big picture 




Man titles 


CLAYMATES 




Great control and fun, challenging play. 1 

The thamo remains the same as the Game Boy and NES Mega 


Company.. .. . Interplay 

Suggested Retail Price Not Available 

Release Date ... . - January 1994 

Memory Size . .8 Megabits 

Gam© Type ... .. .. .... . Action 

More clay action is on the way from Interplay, the makers 
of Clay Fighter, and this time the only fighting you’ll see 
is from people trying to get their hands on the game. Read 
this month’s review and become a Power Clayer. 

Great graphics and lots of variety of play Energetic fun. Excellent 
music. 

The puzzle areas may not challenge every player and some of the 
bonus stages are more annoying than fun 


Company. 

Suggested Retail Price. 

Release Date. 

Memory Size 
Game Type . 


»■ M 


f 


4 * 


■ ■ ■■■■■■ 


...Data East 
...$54 00 

.January 1994 

.8 Megabits 

....Action 


Mystic evil and magical martial arts combine in a unique 
fighting game from Data East. As you battle the forces of 
the Myo-Fin brothers through five levels* you'll pick up 
numerous Power-Ups that turn you into a super samurai 
with an almost unbeatable attack The action switches back 
and forth between upper and lower stages where you fight 
mystical samurai and other enemies. 



Good play control and cool Power-Ups Fun while it lasts 

The challenge level may be too easy, resulting in players finishing 
the game in a short time 


THE LAWNMOWER MAN 


Company .. . ... .. .............. ...Storm 

Suggested Retail Price. ■ - ...$59 99 

Release Date . January 1994 

Memory Size.8 Megabits 

Game Type.Action 

Welcome to virtual reality* where the mind of man meets 
the silicon pathways of a vast research computer. This 
game from Storm (which is being marketed in the U.S. by 
T*HQ) combines traditional side-scrolling action with a 
3-D "Virtual Reality” stage that represents the flying com¬ 
puter views seen in the movie 
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Company .- 

Suggested Retail Price 
Release Date 
Memory Size .. 

Game Type... 


.UN 

..- ..$59 95 

.... January t994 
,. . Megabits 
Arcaae shooter (or one or two players 


♦ ♦ 


One of the hottest arcade shooters of recent years is now 
one of the hottest Super Scope games for the Super NES. 
Playing the role ot a T800 Terminator, you can blast the 
forces of Skynet in the future and today. There are 
scrolling stages and still stages, but there are always lots of 
enemies to shoot with your three weapons. You also have 
to watch out for your human cohorts who get in the way. In 
the two-playcr mode, T2: The Arcade Game becomes e 
cooperative blast. You don’t have to use the Super Scope, 
either. T2 works fine with regular controllers and even the 
Super NES Mouse 



Great graphics and continual action (or one or two players Fens 
of the arcade gams should feel right at home with this version 

□ Mot much variety in play Using the Mouse or regular Controller 
puts the second player at a disadvantage 


SUPER SOLITAIRE 


Company .. — .. 

Suggested Retail Price. 

Release Date . 

Memory Size . . 

Game Type. 


Extreme 

. $59 95 

...January 1994 
4 Megabits 
.Soittalre 


FLASHBACK 


Company * .......... 

Suggested Retail Pnee.... 

Release Date . 

Memory Size . 

Game Type... 


. ... 


i ■ . . . a 


.U S Gold 

. $64 95 

.. January 1994 
... 16 Megabits 
5ei-fi adventure 


The VR stages ere visually impressive and fun to play The game 
covers many aspects of the movie 

fl The VR stages don't last very long and the challenge is limited to 
steering Tha side-scrolling stages have small characters with stiff 
animation and basic shoot-all-the-bad-guys action 


T2: THE ARCADE GAME 


This sci-fi adventure begins in the jungle of Titan, one of 
Saium’s moons, and I hen proceeds to Earth and beyond 
with the fate of humanity in the balance. Conrad Hart, a 
man who has lost his memory, hunts for clues while he is 
pursued by danger. This month's review takes you to the 
edge of sci-fi adventure 


■ 




When you’re all alone, but you have an itch to play a card ' 
game, there's nothing better than Solitaire Now Extreme 
brings that solo experience to the Super NES Power takes 

a look at all the features of 
this classic game this month 





, mm Good interface and play 
1 control. 

H A dack of cerds is considerably 
cheaper 






The story, animation and graphics ere awesome, almost 
cinematic 

Play control takes some getting used to 


BEETHOVEN’S SECOND 


Company. 

Suggested Retail Price 
Release Date.. 
Memory Size 
Game Type 




* . .. 


.. . .... Ht-Tech 
Approx. $$9 95 
January 1994 

.4 Megabits 

.Dog action 


Beethoven is a dog and his four puppies are missing. Go 
fetch! In Ihis canine advcnluie from Hi-Tech, you'll bark 
and romp Ihrough four levels of side-scrolling action If 
you've always wanted a video dog, here's your chance 

□ Some of the digitized graphics look okay when they're not in 
motion 

H Very poor animation and play control Leek of depth and low 
challenge 


SOLDIERS OF FORTUNE 


Company . 

Suggested Retail Price 
Release Date 
Memory Size. 

Game Type . . 


♦ •. 


..Spectrum Holobyte 
. $69 95 

.January t994 

.t2 Megabits 

Overhead action for two-players 


Two mercenaries in a strange world translates into danger 
and excitement in Spectrum Holobyte’s first action adven¬ 
ture game. This month's review will show you where to 
find the goods to keep you going tn hostile territory 

rw 




Fun, fast play with good challenge and graphics 

you have no reel control over your computer partner in the one- 
piayergame 
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JIM POWER: THE LOST 
DIMENSION IN 3-D 


Company. Electro Brotn 

Suggested Retail Pnee.. Nat Avolloble 

Release Date . ...Jonuory 1994 

Memory Size .. .8 Megabits 

Game Type . .. 3D action 

The first true 3-D action game for the Super NES will 
dazzle your eyes and challenge your skills. Jim Power 
makes his way through a wide variety of unforgiving side- 
scrolling stages. He also flies a unijet in Gradius-like 
stages and a gyrocycle. Jim Power is a special agent sent to 
destroy an alien called the Vaprak and to prevent billions 
of hostile aliens from swarming the Earth 



□ Good graphics (even without the 3-D glasses that are includad 
with the Game Pak} Lots of variety end challenge 


Q Much of the challenge comes from anemies that refuse to be 
defeated rather than from challenging moves or puzzles 


TMNT TOURNAMENT 

FIGHTER 


Company 

Suggested Retail Price 

Release Date .. 

Memory Size. 

Game Type 


• .*• Konami 
Not Avolloble 

.. ..January 1994 

.. 16 Megabits 
...Comic toumoment fighting 


These are tougher Turtles than many gamers are used to 
seeing in a video game, and you can fight using many of 
the Bros.’ most hated enemies. Learn the moves that 
matter in Power’s TMNT Tournament Fighters review in 
this issue. 


□ Cool graphics end some neat moves including Desperation 
Moves Lots of groat characters to usa during your fight Several 
modes for one or two players 

B The spaed and control of moves don't match Street Fighter II 
Turbo 


CAPTAIN AMERICA AND 
THE AVENGERS 


Company ........ Mmascope 

Suggested Retoll Pnee ........ ...$69 95 

Retease Date . . ..— January 1994 

Memory Size . 6 Megabits 

Game Type .Comic action 

One of Marvel’s classic comics takes on a new life with 
this six-level action game from Mindscope You must stop 
Red Skull’s nefarious plot to eontrol the minds of all 
humanity Helping you out are the super heroes with their 
super powers Captain America hurls his shield, Hawkeye 
uses his how. Vision burns foes with eye beams and Iron 
Man has blasters. 



□ Atwo-player simultaneous mode doubles the fun Good story You 
can use any of the four super heroes 


D Poor vertical hit detection, which means that enemias opproach- 
mg from ebove or below your hero can't be hit 


ABC MONDAY NIGHT 
FOOTBALL 


Company .. ..DatoEost 

Suggested Retoll Priee. ... Nat Available 

Release Date . .. December 1993 

Memory Size.•.8 Megabits 

Game Type ....Football tor one or two players 





Inspired by one of the most popular televised sporting 
events in history, ABC Monday Night Football gives you 
even more control than your remote Frank Gifford 
appears before a contest to set the scene and give the game 
a sense of the ABC show. Other than that, the ABC 
Monday Night license contribution is very limited. The 
field view is from behind the QB with large characters and 
good perspective. Although there is no NFL license, 
hence no real team names or logos, all of the professional 
football cities are included. 




□ Fairly good graphics 

B Characters are very slow, which gives the gama an unrealistic 
fealing The Power Play option adds little to the game Game logic for 
the computer-controlled player also is poor For instance, blockers 
don't seem to have correct assignments for pleys Play doesn't com¬ 
pare well to the top football games like Madden NFL '94 or Super Play 
Action Football 


BATTLETOADS & DOUBLE 

DRAGON 


Company ... . .Trodewest 

Suggested Retail Priee ... .Nat Avottobte 

Release Date... .Decernber 1993 

Memory Size ...•••••• -8 Megabits 

Game Type .Comle action for two players 


The Battletoads ore back and they’ve brought some bad 
guy-kicking help in the form of the Brothers Lee from 
Double Dragon. Make your selection of men or toads, then 
launch into action against Psycho Pigs, Abobo and a wild 
cast of evil-doers. Power takes a comic look at Battletoads 
& Double Dragon in this issue. 


□ Fun theme and graphics 

□ Play control is awkward at times If you've already played the 
excellent NES version, you won't find many changes in this game 
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SUPER BATTLETANK 2 


Company..— 

Suggested Retail Price 

Release Date . 

Memory Size . 

Game Type . .. 


.. Absolute 
•••••••••• ............ $59 95 

.January 1994 

.. ••• 16 Megabits 

.Tank combat simulation 


Arc you ready to head back lo the Gulf 7 Absolute can put 
you on the fast track with Super Battletank 2. If you played 
the original Super Battletank, you’ll feci right at home 
with the sequel. The missions arc new and the graphics are 
improved, but the battle strategies remain the same. After 
sighting enemy units on a regional map, you'll hunt them 
down in your armored whale while racing 60 mph over 
desert terrain 



Excellent digitized graphics. Very realistic. 

There's not a lot of variety in the action. This game does a good job 
of showing that war is not all that much fun 


METAL MARINES 


Company. 

Suggested Retail Price 

Release Dote. 

Memory Size. 

Game Type. 


.Namco 

.$74 95 

.January 1994 

.12 Megabits 

.Combat strategy 


Conquer territory and build luiunstic bases and armaments 
in this unique simulation action game from Namco. One 
hundred years or so in the future, Earth is dominated by an 
evil empire Your Space Colony forces must land and 
secure a toehold Building a wide range of military bases to 
fire and intercept missiles and launch your giant Mcch-Jike 
Metal Marines, you'll challenge the empire in multiple 
scenario levels. 

D Grout concept and good chal¬ 
lenge Passwords preserve your 
place in the game 

B The play control can be awk¬ 
ward, especially when it comes 
to controlling your Metal 
Mannes Not as much strategy is 
required as in most simulations 


9) 


ram 



ASTERIX 


Company.. ... .. .Electro Brain 

Suggested Retail Price .Mot Available 

Release Date ... .January 1994 

Memory Size ... . . .... ...4 Megabits 

Game Type ........Comic action 

Astenx, a barbarian from the ancient land of Gaul, must 
search for his friend. Obelix, who has been captured by the 
ruling Romans. One of the most popuIar cartoon characters 
in Europe, Astenx is a relative newcomer to America. 








In this first gaming appearance, Astenx finds himself in a 
traditional platform game with some fun twists. When 
using some of the items, a character suddenly appears to 
perform a special, useful task, like destroying enemies on 
the screen. 



□ Good play control and graphics A fun new character 
The game play rtseff is not ternbly challenging or innovative. 


THE ADVENTURES OF 
DR. FRANKEN 


Company . 

Suggested Retail Price 

Retease Date . 

Memory Size. 

Game Type . 


.DTMC 
$59 99 
January 1994 
.... 8 Megabits 
.Action 


Frankie’s girlfriend, Bitsy, has gone all to pieces and now 
our reanimated hero must hunt down the parts and put her 
back together again. Horror and humor come together in 
this 20-level platform game from DTMC Frankie jumps, 
kicks, and flips through stages of ghouls all over the world 
while searching for 16 missing bits of Busy. 




□ Nice, comic graphics and sound A weird, but funny the me 
The game ploy and challenge ore average 



Company .... 

Suggested Retail Price 
Release Date 

Memory Size. 

Game Type. 


Mandlngo 
Not Avattabte 
January 1994 
.. 8 Megabits 
.... ... Action 


A day at the amusement park turns less than amusing in 
this video game adaptation of the movie, Bebe's Kids 
Newcomer licensee, Mandingo, invites you to play the part 
of Lashawn or Kahlil as they fight the forces of evil that 
have taken over Fun World. Each of the kids can punch 
and kick their enemies, or they can use a patented super 

move when they’re at full 
strength 

Nice graphics and sound 

_ Extremely slow action 
Enemies take huge amounts of 
damage so battles seem endless 
Poor play control 



vnrri/r « me 














































































LAST ACTION HERO 


BATMAN: THE ANIMATED 

SERIES 


Company . . Sony imagesoft 

Suggested Retail Price . .Not Available 

Release Date. . ...December 1993 

Memory Size . .2 Megabits 

Gome Type. ■■■■■ ..... .. ... .... ......... ......Action 


Another movie marquee from last summer has been adapt¬ 
ed for the NES from Sony Imagesoft. This time it’s 
Arnold’s turn to be reduced to a series of sprites on a 
screen. You can punch, jump and pick up an assortment of 
weapons in this seven level side-scroller. 



□ Schwartzeneggerfans may enjoy reliving the story 


S Poor graphics and play control Uninventive action 


ASTERIX 


Company . .Electro Brain 

Suggested RetaH Price...Nat Available 

Release Date.January 1994 

Memory Size.1 Megabit 

Game Type ....Comic action 


Barbarians are at the gates in this action game based on a 
popular European comic character. Our hero, Astenx, must 
brave the dangers of Roman occupied lands to rescue 
Obelix. The cartoon Astenx, like the other Gaulish vil¬ 
lagers, drinks a potion to make him invincible. This and 
other Power-Ups can be found in the game. 


□ Good play control Tha graph¬ 
ics capture some of the comic 
spirit of Astanx 

S The game isn't particularly 
inventive, but it is reasonably fun 
to play 



Company « >■• •»» p» M Kononii 


Suggested Retail Price. .Nat Available 

Release Date. .January 1994 

Memory Size . ... 1 Megobtf 

Game Type . .Comic action 


The Caped Crusader takes on some of Gotham’s most 
fiendish folk in this month’s review, 

□ Excellent game play, graphics and play control 

B Many of the enemies present little or no challenge 


BATTLETOADS & DOUBLE 

DRAGON 


Company.-.,. ... Tradewest 

Suggested Retail Price.Not Available 

Release Date.January 1994 

Memory Size ........2 Megabits 

Game Type ...Action 


The Toads and Dragons do it one more time, this time on 
Game Boy 

D Lots of variety of play and characters 

fl Virtually the same as the Supar NES and NES versions. 


TMNT 3: RADICAL RESCUE 


Company.......Konaml 

Suggested Retail Price. Not Available 

Release Dote .January 1994 

Memory Size.1 Megabit 

Game Type..........Comic action 


I Shredder has escaped from prison after the Turtles’ last tri¬ 
umph, and the first thing he does is kidnap April. Thus 
begins the third action-packed Turtles adventure for Game 
Boy. Read all about it in this issue of Power. 

D Great graphics and play control in a fun game. Some vary cool 
moves and a password game save 


POPEYE 2 


i 

Company. Activision 

Suggested Retail Price . $24 95 

Release Date.. - .December 1993 

Memory Size...1 Megabit 

Game Type. Action 


Popeye and Olive Oylc sail away to search for treasure 
when Brutus shows up and tosses Popeye overboard. 
On his own, Popeye must follow them as best he can 
Popeye runs, jumps and punches everything in sight 
to earn Power-Ups in this 
traditional platform game 

□ Fun characters Good cine¬ 
ma screen graphics end sound 

□ Standard platform action 
with poor hit detection 


□ Not too much different from previous TMNT Game Boy titles, but 
still fun. 


TETRIS 2 


Company Nintendo 

Suggested Retail Price.$2995 

Release Date...December 1993 

Memory Size.1 Megabit 

Game Type..Action puzzle for one or two players 


More puzzling action from Nintendo. This time, try to 
match up multi-shaded blocks to reduce your pile. Check 
out the strategics in this month’s review, especially the 
two-player strategies. 

□ Challenging, fun puzzle action. The Gama Link option is 
particularly good 

B Bland graphics Not much diffarent from Tetns and Or Mario 
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1 SUPER m TITLE 

COMPANY 

PLAY 

INFO 

WWW MEIER RATINGS 

G P C T 

GAME TYPE 

ABC MONDAY NIGHT FOOTBALL 

DATA EAST 

2P-S/BATT 

3.3 

2.6 

2.9 

3.1 

FOOTBALL 

THE ADVENTURES OF DR. FRANKEN 

DTMC 

2P-A 

3.7 

3.2 

3.1 

3.2 

ACTION 

ASTERIX 

ELECTRO BRAIN 

i 2P-A 

3.5 

3.5 

3.0 

3.0 

ACTION 

BATTLETOADS l DOUBLE DRAGON 

TRADEWEST 

2P-S 

3.6 

3.2 

3.3 

3.4 

ACTION 

BEBE'S KIDS 

MAN DINGO 

IP 

2.9 

2.2 

2.4 

2.4 

(ACTION 

BEETHOVEN'S SECOND 

HI-TECH 

IP 

2.8 

2.3 

2.5 

2.3 

(ACTION 

CAPTAIN AMERICA and the avengers 

MINDSCAPE 

2P-S 

'2.9 

2.6 

3.0 

3.1 

I COMIC ACTION 

CLAYMATES 

INTERPLAY 

IP 

3.6 

3.5 

3.5 

3.5 

ACTION 

FLASHBACK 

U.S. GOLD 

1P/PASS 

4.0 

2.7 

3.0 

4.4 

ADVENTURE 

JIM POWER: THE LOST DIMENSION IN 3-D 

Electro brain 

IP 

3.3 

3.0 

3.1 

3.1 

3-D ACTION 

THE LAWNMOWER MAN 

STORM/THQ 

2P-A 

[3.1 

2.4 

2.6 

2.9 

Paction 

LAST ACTION HERO 

SONY JMAGESOFT 

IP 

2.8 

2.6 

2.6 

2.6 

ACTION 

MEGA MAN X 

CAPCOM 

1P/PASS 

3.8 

4.0 

4.0 

3.0 

ACTION 

METAL MARINES 

NAMCO 

1P/PASS 

3.T 

2.4 

4.0 

4.0 

ACTION 

SENGOKU 

DATA EAST 

2P-A 

2.8 

3.4 

z.9 

12.9 

ACTION 

SOLDIERS OF FORTUNE 

SPECTHUM HOLQBTTt 

2P-S/PASS 

3.S 

3.S 

3.8 

3.8 

ACTION 

SUPER BATTLETANK 2 

ABSOLUTE 

IP 

3.3 

3.0 

3.0 

2.8 

SIMULATION 

SUPER SOLITAIRE 

EXTREME 

1 P/PASS 

3.0 

3.1 

3.S 

3.S 

CARDS 

T2: THE ARCADE GAME 

ACCLAIM 

2P-S 

3.4 

3.4 

3.0 

3.0 

SHOOTER 

TMNT TOURNAMENT FIGHTERS 

KONAMI 

2P-S 

3.6 

3.3 

j 

3.S 

3.8 

FIGHTING 


m TITLE 

COMPANY 

as 

POWER METER RATINGS 

o r c T 

GAME TYPE 

ASTERIX 

ELECTRO BRAIN 

IP 

3.0 


2.7 

2.8 

ACTION 

CLIFFHANGER 

SONY IMAGESOFT 

IP 

3.S 

3.0 

3.0 

2.S 

ACTION 

LAST ACTION HERO 

SONY IMAGESOFT 

IP 

2.4 

2.1 

2.S j 

2.6 

ACTION 








GAME Iffif TITLE 

COMPANY 

WAY 

INFO 

POWER METER RATINGS 

G f C T 

GAME TYPE 1 

ASTERIX 

ELECTRO BRAIN 

IP 

3.0 

3.0 


3.0 

ACTION 

BATMAN: THE ANIMATED SERIES 

KONAMI 

IP 

3.S 

3.S 

3.S 

4.0 

COMIC ACTION 

BATTLETOADS & DOUBLE DRAGON 

TRADEWEST 

IP 

3.0 

3.S 

2.S 

4.0 

ACTION 

POPEYE 2 

ACTIVISION 

2P-A 

3.2 

2.8 

3.0 

2.8 

ACTION 

TETRIS 2 

NINTENDO 

2P-S 

3.0 

3.3 

3.0 

2.S 

PUZZLE 

TMNT 3: RADICAL RESCUE 

KONAMI 

1 P/PASS 3.S 

3.0 

3.S 

4.0 

COMIC ACTION 


CHART UY PUy INFO 


You con get the most out of your 
.ame chart by understanding 

f (i si>, v-s/iitpuiry 

and game type are self explana¬ 
tory. Use this Key to understand 
Play info and the valuable Power 
Meter ratings 


i Games ore made ta be played with os many ! 
as eight players Some also employ a battery . 
ar password to save gome play dato. 

#? - mm ot- MJKtRs 
S = SIMULTANEOUS 
A = ALTERNATING 

BATT = BATTERY i 

PASS = PASSWORD 


POWER METER 

The Pras at Nintendo HQ rate 
each new game Ratings are 
from 1 (poar) to 5 (excellent) in 
four different categanes. 

G=GRAPHICS AND SOUND 
P=PLAY CONTROL 
C=CHALLENGE 
Ts THEME AND FUN 




VniJIMT SiS 1 07 











































































































































































































































































f KT 



A LOOK INTO 
THE GAMES OF 
THE FUTURE 



mm STAR TREK: £ h e e *Son 


When the 0 S S Enterprise pulled 
out of space dock and warped to the 
desk of your faithful Pak Watcher 
recently, a sigh could be heard across 
the galaxy All systems were ready to 
engage and our continuing mission 
was about to begin It began with a 
blast of phasers, to be precise, direct¬ 
ed at a raiding party of pesky 
Romulans. After knocking them cold, 
your Pak Watch Away Team pro¬ 
ceeded to save the day many times 


over by rescuing a science slaiion, 
delivering essential medical supplies 
to an alien planet, investigating a 
derelict ship and blasting Romulan 
vessels out of orbit, and that was just 
in the first few minutes of play The 
adventure aspects of the Away 
Mission contained lots of problem 
solving and limited action while the 
action on the bridge of the Enterprise 
revolved mainly around navigation, 
information gathering and conducting 


SPECTRUM 

HOLOBYTE 


space battles The space battles 
occurred frequently, but this Pak 
Trekker preferred the more strategic 
game play of the Away Team 
Missions There are hundreds of plan¬ 
ets to explore and a great variety of 
missions In the end, you'll discover 
that the events lead to a stunning con¬ 
clusion The word from Spectrum is 
that Star Trek The Next Generation 
should be available this April. 



* * fc ? 
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SUPER ADVENTURE ISLAND H Hudson soft 


Master Higgins returned to the Fak 
Watch desk recently in an exception¬ 
al and surprising adventure game 
from Hudson Soft Super Adventure 
Island II takes a step up from the 
standard platform format of earlier 
Adventure Island games to enter the 
realm of true adventures Higgins 
must visit a number oi islands on his 


quest to resent his bride. Tina flit 
biggest problem is that he has lost all 
memory of her. Luckily, the game has 
a battery to back up its memory, 
because the number of islands and the 
size of the islands will keep players 
island-hopping for a long time 
Higgins can be equipped with 
weapons, armor, magic and shields 


found or won along the way Many 
stages contain puzzles and hidden 
passages, but every stage holds angry 
enemies out to stop Higgins The 
standard island theme is reflected in 
the music and .settings, but this really 
is an island adventure, not just a hop 
and bop like the earlier games in the 
series 




SUPER R-TYPE DI 



Item is about to unleash a one-two 
punch with two upcoming Super NES 
titles. Super R- Type 111 and 
Undercover Cops R-Type fans have 
waited a long time for a sequel, but 
the wait is worth a and the Bydo 



Empire is badder than ever This Pak 
Pilot was dazzled by the backgrounds 
of this space shooter and challenged 
by the cunning traps that wail to 
destroy your ship The second title 
coming out early this year is 



Undercover Cops, a scrolling tight 
game similar to Final Fight, but fea¬ 
turing some cool graphics, characters 
and good play control You'll tight 
with any of three tough undercover 
agents to clean up criminal scumbags 





m 


REIGN OF SUPERMAN 


SUNSOFT 


We thought all you Pak Watchers 
might want a second look at Reign of 
Superman, a Super NES action game 
coming this year from SunSoft You 
can see the man of steel in action with 
his super powers and strength with a 
story adapted from the Reign of 
Superman series of comics Sunsoft 
plans ten levels of action with connc 
story panels between each level. 
Although the game looks like a Fighter, 
there will be adventure elements, too. 
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According to txccuuvc producer John 
Skeel at Accolade, planning on Bubsy 
11 began immediately following the 
completion of the original Bubsy last 
spring In that time, the in-house team 
has put together the basic game design 
and much of the artwork The screen 
shots and art shown here have the lim 


lied color palette used in the Genesis 
version of the game, which is devel¬ 
oped first since it is less advanced. 
During a press conference at 
Accolade's San Jose offices, Skeel 
explained that the Genesis version 
didn't have the ‘beefed up graphics 
and sound of the Super NES." The ani¬ 


mation in Bubsy II is even more 
impressive than the very impressive 
original Bubsy, and the outrageous 
bobcat will have a number of new 
moves, bonus stages, more vocal quips 
and a non-linear game design that lets 
you explore more than a dozen differ¬ 
ent levels m the order you w ish. 



mm FIEVEL GOES WEST HUDSON SOFT 


The magic ot Steven Spielberg's lov¬ 
able mouse, Fievel Mousckewitz, is 
coming to the Super NES this spring 
in a platform action game from 
Hudson Soft The arrival of Fievel's 
adventure in an early, developmental 
version of the game took your Pak 


Posse by surprise We expected a look 
at Beauty & The Beast first But that 
was forgotten, at least until we 
received an early version of that game 
a week later Impressive graphics and 
good play control gave the game a tru¬ 
ly solid feel. Fievel is well animated as 


are the enemy chtiractcrs The back¬ 
grounds are so detailed that you some¬ 
times think that they are part of the 
action In the action, F ievel leaves his 
big city home to head out to the Wild 
West armed with a squirt gun that can 
be powered-up 



FUN ‘N’ GAMES 


TRADEWEST 


Trade west is getting into the edutain¬ 
ment scene with Fun ‘N’ Games for 
the Super NES This Pak contains a 
video paint program similar to Mario 
Paint, a music editor, three simple 
arcade games, and two mix and match 
games that let players create weird 
characters. The paint program uses 
stamps and includes dozens of wild 
patterns. There’s also a coloring book 
option Fun *N’ Games can be played 
with regular controllers or the Super 
NES Mouse, but you have far better 


control with the Mouse for the detail 
areas This Pak Picasso enjoyed the 



paint program but found die games to 
be very simple. 
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WM THE PEACE KEEPERS 


JALECO 


The Peace Keepers, which could also 
be called Rival Turf III, proves that 
an old dog can learn new tricks. This 
16 megabit, scrolling, stage fighting 
game goes where* no other fighter has 
gone before by utilizing the Hudson 
Multi-tap for multi-player action The 
Peace Keepers will be a good addi¬ 
tion to the growing library of multi¬ 
player games 



ZODA’S REVENGE 


NINTENDO 


Mike Jones, the island-hopping hero 
of StarTropics, returns to the NES this 
winter in an all new action/adventure. 
The plot of this game is very complex, 
but basically it involves Mike having 
to travel through time to collect seven 
invaluable items During his journeys, 
Mike will meet historical and fictional 
characters like Cleopatra and 


Sherlock Holmes. The action in the 
game will be familiar to fans of 
StarTropics and The Legend of Zelda 
Mike moves freely within areas with 
an overhead view and uses weapons 
to defeat a wide assortment of ene¬ 
mies. Many areas contain puzzles that 
Mike must solve before he can move 
on. The game is more linear than 


Zelda titles, however, in that you 
don 't have one big overworld map. In 
the opinion of this Pak Watcher, this 
is the biggest NES game to appear in 
more than a year. Nintendo will fol¬ 
low up Zoda’s Revenge with an NES 
action puzzle game along the lines of 
Tetris staring Toad, the Mushroom 
Retainer, and Wano. 





THE SIMPSONS: beanstalk 


ACCLAIM 


When Horner runs out of dough, he 
sends Bart into town to sell the family 
cow Btg mistake. Bart deals the cow 
for some magic beans and a slingshot, 
then Homer has a cow himself, 
throws the beans out the window and 


guess what...a giant beanstalk grows 
out of sight overnight! The next day, 
Bart climbs up the beanstalk and the 
action begins. Mother Goose may 
object to the story, but this updated 
fairy talc makes for a fun Game Boy 


title with one of the best licensed 
characters in history Bart must move 
both horizontally and vertically up 
the beanstalk, through the cloud 
world, to the giant’s castle and then 
back home in six stages. 
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PAK WATCH UPDATE 


So what’s in store for , 94‘ > Your Pak Watch staff has 
spent the last few months digging for treasures that 
should be on the way in the next year The new titles 
range from adaptations of some of the hottest arcade 
games to long awaited sequels and games that everyone 
hoped to sec last year 

Last year, Pak Watch highlighted many of the hottest 
games like Star Fox, Mortal Kombat, Link's Awakening, 
Supei Empire Stakes Back, Nigel Mansell's World 
Championship, Slice! Fighter ll Turbo, Jurassic Park, 
Mega Man X, Clav Ftghtei, and Aladdin Readers were 
also introduced to diamonds in the rough that turned out 
to be exceptional games like The Lost Vikings, Super 
Bombeiman, EVO, Yoshi s Cookie, Cool Spot. Ultima 
Runes of Virtue II for Game Boy, Top Gear II, and 
Flashback And other games, for reasons beyond the con¬ 
trol of Pak Watch, just didn't materialize 

From the arcade front this year, the big news is a 
couple of sports titles, NBA Jain from Acclaim and 
Saturday Night Slam Masters from Capcom NBA Jam 
will appear lirst, sometime this winter, and Slam Masters 
should show up later this spring Nintendo’s Ken Griffey 
Jr Presents Major League Baseball, which has an arcade 
look, will appear by the opening day of the new baseball 
season The arcades are also full of action titles, includ¬ 
ing the gun-slingtng Lethal Enforcers from Konami The 
Super NES Game Pak comes complete with a couple of 
six-shooter light zappers so you can practice your quick 
draws 

Some of the best action won’t be found in the 
arcades at all, but right at home on your Super NES. Stunt 
Race FX, the renamed FX Trax from Nintendo, makes 



use of the Super FX chip to provide fast 3-D action com¬ 
parable to Star Fox. It’s scheduled for release early this 
spring. 

Another Super FX game is on the way from Electro 
Brain Citadel is still deep m development, but already 
the game looks promising. Argonaut, the developer that 
teamed up with Nintendo to make Star Fox, is working on 
this sci-fi battler that places players in the role of a giant 
Battle System robot that can lake on the form of a 
Walker, a Land Burner (a high speed vehicle), the Sonic 
Jet and the Hard Shell that can even withstand nuclear 
explosions. Electro Brain provided Pak Watch with 
exclusive shots of the game in development The game 
uses Mode 7 effects in a 3-D environment that places the 
Battle System at the bottom of the screen. If you move 
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quickly, the System appears further in front of you Action 
should take place on five planets and in the mysterious 
Dimensional Gateway. 

Gamctck revealed to Pak Watch that Super NES 
players haven’t seen the last of motorcyclc/jet ski racing 
games Having learned what not to do with Kawasaki 
Caribbean Challenge. Gamctek will base their new racer 
on the excellent engine of Nigel Mansell's World 
Championship game Ganietek is also coming out with yet 
another Wheel of Fornate Game for the Super NES. This 
‘Deluxe” edition incorporates all the features of the 
favorite TV game show with a new set of verbal puzzles. 

Maria's Time Mai lime is another edutainment title in 
Mindscape’s growing family of products featuring Mario. 
Less educational, but more fun. is Mindscape's Alfred 
Chit ken The unlikely feathered hero should appear in 
three games in the next month or so. The Super NES ver¬ 
sion includes lots of action and a dive bomb attack similar 
to that of Aeio the Aero-bat 

The Ren & Stintpv Show Fire Dogs is Ihe latest car¬ 
toon craziness from T*HQ. Home Alone 2. Kevin's 
Dream for Game Boy is also on the way soon. But the 
biggest news from T*HQ is a couple of titles for Ihe end 
of the year, scaQuest, based on Ihe hit NBC series, and 
The Mask Sculptured Software, one of the best develop¬ 
ment companies around, has taken the scaQuest project 
and another Ren & Stimpy title: Time Dogs. Our Pak 
Watch sources at T*HQ say that the company has a new 
focus on quality, which is good news for gamers. 

In other news, Capcom has released a video tape that 
demonstrates combinations and strategies for Street 
Fighter II Turbo Some of the lop Street Fighter 11 players 
show off combos in slow motion so you can catch all the 
moves 

Fans of the Ranma 1/2 comics can now play DTMC’s 
Ranmil 112 martial arts fighter for the Super NES or watch 
their favorite characters on a new cartoon scries of video 
tapes that have been dubbed in English. The Ranma fan 
club has been growing in the U S into a sort of cult status 
It's a mix of humor and martial arts, and a panda. Weird, 
yes. but also tun. 

More players will be able to have mote fun starting 
this month when Hudson Soft releases its multi-player 
adapter, the Multi-tap, on its own without Super 
Bomberman Games like Secret of Mana and Madden 
NFL ‘94 tnkc on a whole new flavor when played as mul¬ 
ti-player games. 



SUPER NES 

Neme 

Approximate Release 

Alfred Chicken 

Winter *94 

Beauty And The Beast 

Winter *94 

Bugs Bunny* Rebbit Rempeye 

Winter ‘94 

Choplifterm 

Winter *94 

Cleymetts 

Winter‘94 

Flesbbecb 

Winter ‘94 

Jungle Book 

Winter '94 

Lester The Unlikely 

Winter ‘93 

Lord of the Rings 

Winter ‘94 

Motet Mennes 

Winter '94 

Mickey's Ultimate Challenge 

Winter ’94 

NBAJem 

Winter ’94 

NFL Querterbeck Club 

Winter ‘94 

Pink Goes To Hollywood 

Wmler '94 

RofaoCopVs The Terminator 

Winter *94 

Soldiers Of Fortune 

Winter ‘94 

Speedy Gonzales 

Winter *94 

Star Trek; The Next Generation 

Winter '94 

SuperBettletenb2 

Winter '94 

T2 The Arceda Game 

Winter '94 

TMNTToumement Fighter 

Winter '94 

Turn And Bum. No Fly Zone 

Winter '94 

Winter Olympics Gemes 

Winter *94 

Wolfenstem 3-0 

Winter ‘94 

X-Ka liber 

Winter 94 

Young Merlin 

Winter 94 


GAME BOY 

: Betman: The Animated Senes 

Winter *94 

F-1 Pole Position 

Winter '94 1 

ftchy & Scratchy* Teed Off 

Sprmg'94 

John Medden football 

Spnng'94 

Tetris 2 

Winter '94 

TMNT3 

Winter ‘94 

-- . 


NES 

Alfred Chicken 

Winter '94 

Astenx 

Winter '94 

Chip ‘N Dele Rescue Rangers 2 

Winter '94 

Ren & Stimpy* BuckerooS 

Winter‘94 


VOLUME S6 113 










































c C#t40 IN Pf 6fiUARY volU ME S7 




CATCH THE LATEST 
SUPER NE8 REVIEWS 

★ Bugs Bunny- 
Rabbit Rampage 

★ Inspector Gadget 

★ Lester the Unlikely 

★ Skyblazer 

★ Choplifter III 

Next month brings you some high powered games, 
the visually stunning Bugs Bunny Rabbit Rampage. 

If you enjoyed watching Warner Bros, 
cartoons, you’re going to love this game! 


hoi mi lei ins 

Spider-Man & The X-Men 
in Arcades Revenge 

The Simpsons: 

& the Beanstalk 


3jS&&> 


ALL NEW SPORTS SCENE 


lyflike Jones, the hero 
ITiof Star Tropics, 
returns to the NES in a bigger and bet¬ 
ter action adventure. Zoda*s Revenge 
sends him hoping through space and 
time to collect seven invaluable items 
Adventure Game fans had better watch 
for this game* 


With the snow falling in the mountains, and the ski slopes in 
full swing, next month is the perfect time to show off the lat¬ 
est winter sports games! Whether you like to hit the ice or 
shred the slopes, the action is here next month 

Don't Miss It! 


So you ihi nk you’re a pretty good g ame pla ya r 7 We II hare is you r chane a to prove it! 
Post your scoras against othar pleyars and you may gam fame and glory 

Check out next month's Super Power Club Challenge! 


NEW POWER PLAYER'S CHALLENGE 
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Only Super Power 
Club members 
received the limited 
edition Mega Man X 
milk caps. There 
are three different 
sets of six. As 
collectibles, milk 
caps are very’ much 
like trading cards. If 
you haven't started 
your milk cap collec¬ 
tion yet, the Mega 
Man X set is a great 
place to start? 



STACK 4 EM 
& 

SMACK 4 EM 


These Nintendo Power issues are available mdividu 
ally Add them to your collection* They contain these 
exciting reviews 

Valuma 46 |Mciy. '93): The Lost Viking*, 
Shadow run, Batman Returns;, The legend of Zdda, 
link's Awakening, 2en tntergala<ti< Ninja |Game 
Boy), Ring Raga, Great Greed, Kirby's Adventure, 
tncredibln Crash Dummies |NES), Super Turman. 
Valuma 49 (Juna '93|- B.O 6., Tax mania. Super 
Casina Gamas, Yashi's Caakie, Battletaads in 
Battlamama<s, Battletaads m Ragnarak's World, 
Bubble Bobble 2 |Game Boy}, Titus the Fox, Raging 
Fighter, Battletaads and Double Dragon, Fire 'n Ice 
Volume SO | July '93); WWF Royal Rumble, Run 
Sabar, C V.Q, The Search far £dan, Edutainment 
Gamas, Bubsy in Claws Encounters of the Furred 
Kind, The legend af 2 el da; link's Awakening 
Gargoyle's Quest II |G«me Boy}, T2: The Arcade 
Game, The Addams Family—Pugsley's Scavenger 
Hunt {NES), Mighty Final Fight, Bubble Babble 2 
INES}. 

Volume SI |Aug '93J- Street Fighter H Turbo, 
Zambia* Ate My Neighbors, Alien 5 |Super NES), 
Goaf Troop, Nigel Mansell's World Championship 
Speedy Gonzalez, Star Trek; The Next Generation, 
4 in-1 Funpak Vol. U, Jurassic Park I NES), King s 
Quest 5L 

Volume 52 {Sept, '93 )■ Final Fight 2, The 7th Saga, 
Super Maria All-Stars, Rack 'N Rail Racing, Family 
Feud, Final Fantasy Legend 10, Felix the Cot |Gamn 
Bay), Pinball Dreams, Indiana Janes A The last 
Crusade, Tiny Toon Cartoon Workshop 
Volume S3 (Qct 93) Super Empire Strikes Back, 
Mortal Kornbat, Supei Bomberman, Plok, Cool Spot, 
Pac Attack, Wing Commander: The $ecret Missions, 
Mortal K am hat |Game Bay), Sports Illustrated 
Championship, Jurassic Pailc |Game flay) WWF 
King af the Ring, lemmings |Game Boy) Boftleship 
|NES), The Flintsloncs—The Surprise at Dinosaurs 
Peak, 

Valuma S4 |Nav. '93): The Secret af Mana, Super 
NES Sports, SimAnf, Aero the Aero-Bat, Jurossic 
Park |Super NES), AetRoiser 2, Ultima- Runes of 
Virtue E, Kirby's Pinball Land, Gear Warks, 

T M.N.T. Tournament Fighter {NES), Pac-Man/Ms, 

Poc Man. 

Volume SS|D« '93)- Disney's Aladdin, NHL 
Stanley Cup, Cloy Fighter, Daffy Duck: The Marvin 
Missions, Battle Cars, Super Scape Raundup, Tam & 
Jerry: Frantic Antics {Game Boy), Mega Man 21 
(NES), Tetns 2 |NES). 


SPECIAL OFFERS 


issues from our t rst ihieu juie ■> jl l it special 
collpctoi s sets You won t find these extremely hslpful 
issuus at newsstandsl 

Supar Maria Bras 2 
Nm|a G»den 
Castlevama D 
Simon s Qwest 
2alda ff The 
Adventure af Link 
TMNT 

Volumes 1 Hirough 6 featuring classic games ore 
included in the First Year Set 

Mega Mar» B 
Dragon Warnar 
Super Mona Bras 3 
Batman 
T*nt 

Find Fantasy 

popular NES games of oil time 
in volumes 7 through 12 

Super Mono Bros 3 
Rescue Hungers 
Ninja Gciden II 
Maniac Mansion 
finaf Fantasy 
Or Mcria 
4 Pleyar Extro 

The Thud Yeai Sat (Vais 13 19) comes on tho 
Nintendo Powai tiadilion of itviewing the veiy 
best gomes ll also includes out four papuloi 
Shotegy Guide issuus* 

TIP BOOKS: 

The Legend of Zelda Tips and Tadics 
How to Win at Super Mono Bros 

Use the Beck Issue/Tip Book Older Form in this issue to 
order past Nintendo Powor issues end books, •» coll 
out Cnnsumei Service department or 1 800 25^3700 to 
Didor tham by phono with VISA di MestorCard 


HOW THE MILK CAP GAME IS PLAYED: 

hi play \fin need milk cap** or simulated milk 
caps referred to as "TOGs H Two to six plavcis 
work well for the game All players agree to put 
a certain number of milk caps (usually fourl 
into a straightened stack The players then 
decide who will take the first turn The fiist 
player takes a milk cap designated as a ' slam 
mcr" and throws it down onto the milk cap 
stack The playei must release the slammer 


before it makes contact with the stack 1 he 
object of thiowmg the slammer down onto the 
stack is to flip met as many milk caps as possi¬ 
ble t he plavcrgets to keep anv milk caps that 
aie flipped ovei The stack is then straightened 
out again and the next player hikes his turn 
(he players take turns until the last cap has 
been flipped ovei The players can also agree to 
play for a set numbt'i of rounds or time limit 


c mi PC NEWS 



The end 




On page 14 of your Super 
Power Supplies catalog, 
the Classic Character y 
Calendar can be 
found. It's one of the * ^ 
most original and 
special items in the 
whole catalog. It's real¬ 
ly big and it's an excellent 
way to spruce up your 
The rotating disc system 
ultra-cool. 


These seven screen shots were taken from the endings of 
popular Super M S games What games arc they from? 
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3uper colors beat the competition. 

Way more. 

Power peptics Ww excitement 

Way beyond. 

m il- AUU. Ikm nMMMA 

Mega flues pan me §anur& 

| Way preferred. 

&jmp K& 11a only way to be. 















Our goaf is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 


Wo am only interested fa preserving classic magazines 

that are at leasts years out of print 

We have no desire or Intention to profit from these fa any way. 

So please. If you come acmes people trying to aeti these releases, don't support them! 


Thank You and ENJOY! 



